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MODERN AIR-TO-GROUND COMBAT 


Air Strike expands the proven and successful Air 
Superiority system to encompass air strikes against 
targets on the ground. New rules cover: Terrain- 
following flight, air-to-ground attacks (including straf- 
ing and bombing), antiaircraft artillery, and surface- 
to-air missiles (SAMs). A/r Strike continues Air 
Superiority's easy-to-learn format. Rules are 
presented in a programmed structure, followed by 
scenarios demonstrating their use. 

Air Strike provides 32 new aircraft for the Air 
Superiority system, including: the Warthog (A- 10s), 
F-15 Strike Eagle, Harrier Il, Alpha Jet, SU-25, and 
MIG-27. Six new multi-color maps provide the varied 
and treacherous terrain over which players must find 
their targets. Included are 480 counters, represent- 
ing everything from radar sites to the most modern 
air-defense missile and gun systems in service today. 
Trucks, tanks, infantry, and other targets are provided 


as well; but remember, on today's battlefield, what 
can be shot at can shoot back. 

Air Strike includes 25 scenarios suitable for 
solitaire, two-player, or multi-player play. Ranging 
from the Mideast to Germany, from Afghanistan to 
Africa, these scenarios provide players with a wide 
variety of complex and interesting situations. Several 
can be played both as solitaire and as multi-player 
simulations. The briefing booklet brings players up- 
to-date on the weapons and aircraft included in this 
game. It is a helpful aid to learning the abilities and 
limitations of the aircraft and weapons in Air Strike. 

Air Strike is the second game in the Air Superiority 
series. You must have Air Superiority in order to play 


Air Strike. Game 
Designers’ 
Workshop 
Since 1973 


Not available 
ace 
PO Box 1646, Bloomington, IL 61702-1646 


until October 75. 
$22.00. 


Available at your local hobby shop or direct from GDW. (Add $1 for handling.) Send for our free catalog. 
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Rushing to the (Fore) Front by rete rianive 


As forewarned, issue number three of BATTLEPLAN 
focuses on AXIS AND ALLIES. Hopefully, we have covered 
almost every variant that may be dreamed up concerning this 
game. I know that it doesn’t cover tham all, due to the fact that 
I received two variants after it was too late to use them in this 
issue. They’ll appear after a while. Not too soon, though, as 
we'll all need a breathing spell to absorb all the variants 
presented in this issue. However, supposing that enough is 
never enough, we will publish them sometime. In fact, if this 
issue turns you on to variants that you have hidden away 
somewhere, send them in and they'll be used. Do not, I repeat, 
do not become redundant. Notatthisstage. 


When this magazine was conceived, we felt that it would 
be well received, yet its acceptance has been much more than 
we ever imagined. Issue number one sold out, and yet the 
requests came pouring in, so we increased our print run on 
issue number two. Our distributors increased their orders by 
'so much that issue number two was theoretically sold out 
before it was distributed. Though they may still be available 
in various hobby and game shops, they have all been claimed 
by the subscribers, or the distributors. Since our goal is not to 
make a rare magazine, but rather a useful one, we are 
increasing our press run again, and eventhough I do not want 
returns from the stores, hopefully there will be enough of issue 
three for everyone who wants one to be able.to get one. Your 
acceptance of the magazine has been incredible. Issue number 
one received the highest ratings of any new magazine in the 
history of the industry. Issue number two was second rated. I 
wonder if issue number three is about to become the third 
rated magazine in the industry. Actually, there is so much 
: AXIS AND ALLIES in this issue, that it could suffer from you 
readers that aren't interested in the game. There aren't many 
games, if in fact any, that could lend themselves to this kind of 
response, so there will be very few that take up so much of the 
magazine. For this reason there won't be many issues that 
concentrate so much on one game. 


I received a letter from Jack Nazor who lives in Mephis, 
Tennessee which I will submit for your edification. 


"Dear Sir, I bought Battleplan number two at a local hobby 
store for the ‘World in Flames’ article, but found much more to 
enjoy. I plan to become a subscriber. 

Whenever you talk to ADG again, ask them how to handle 
fortifications after they are taken. Certainly the Maginot Line 
should cease to function, but I’m not sure what should happen 
to Singapore, Gibralter, and Sevastopol. Also, should the 
Germans be able to construct the Atlantic Wall or the 
Westwall? l 

Following are my renditions of the recommended off-map 
boxes from Battleplan number one. You’re welcome to use 
them as you wish. 

Thank you, 
Jack Nazor” 
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Well, there it is: A mini-vafiant. ; 
where you'd least expect it. I’m glad 
you like the magazine, and appre- 
ciate your letters. Here's hoping : 2: 
that this issue is as well received as | 


the others. Until next time, 
e Yt 


1190 E. Colorado Blvd. 
Pasadena, CA 91106 
(818) 449-9107 


Along with one of the largest 
selections of metal, wargaming 
and fantasy figures, the world 
famous Gaming House offers a 


complete selection. of fantasy, 
adventure and historical games 
at low prices. 


Ask about our exclusive, special ordering 
program, 
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Rise and Decline of the Third Reich 


Third Reich 
1941 Scenario 


By James C. Gordon 


For over a decade, The Rise and 
Decline of the Third Reich from 
The Avalon Hill Game Company 
has challenged and entertained a 
host of wargamers, building a 
following that must be the largest 
for any game of its epic. Perhaps no 
other single game has been the 
subject of more articles. Third 
Reich has also improved with age, 
benefiting from years of playtest 
and thought which has evolved into 
major overhauls of the map and 


rules. [Yes, even a 5th Edition is, 


currently being playtested by an in- 
dependent group of dedicated Third 
Reichers -Ed.]. Perfect plans and 


and tactics have been devised and 
rebutted for both coalitions and 
every country in a multitude of 
situations in the pages of many 
wargaming magazines. 


So far, however, the selection of play 
from three short scenarios and the 
campaign game has remained taboo. 


Until now. 


The 1941 Scenario which follows 


finds the Axis at their peak 
strength, in comparison to the 
Allies. Britain has its back to the 
wall while the Greeks are standing 
up to the Italians. The Axis player 
can choose to campaign in the 
Balkans, North Africa, make a 
belated Sealion invasion of Britain, 
or invade the Soviet Union. The 
Soviets should carry the brunt of the 
Allied effort through most of the 
Scenario, but there is time for the 
coalition to rebound from early 
gains made by the Axis. As the U.S. 


Brand Sivateng 


joins the war and builds up its 
forces, the Western Allies must 
choose between the “soft 
underbelly" approach to Europe, 
and the direct cross-channel 
strategy to take the pressure off the 
Russians. 


General Information 


Duration: Spring 1941 to Winter 
1943. The game begins with the 
1941 YSS. 


Situation: Britain and Greece are 
at war with Italy and Germany. 
Russia is neutral until attacked, or 
makes a DoW (no sooner than Fall 
1941). The U.S. is neutral until 
Spring 1942 and must pay for a 
DoW. 


Order of Deployment: Greece, 
Britain, Russia, Italy, Germany. 


Greece 
Deployment Limits: The British 
(or Allied) player controls the Greek 
forces. At least two 2-3 Infantry 
units must be in hexes adjacent to 
Albania; one 2-3 Infantry unit may 
be anywhere inside Greece; no other 
units are available. 


Britain. 

BRP Level: 140 

Growth Rate: 40% 

Deployment Limits: One 2-5 
Armor unit in hex MM20; one 1-3 
Infantry unit in Tobruk; no other 
units allowed in Libya. One 1-3 
Infantry, one 5-4 Air unit in Malta; 
three Fleets in Gibralter; one 3-4 
Infantry, two Fleets in Egypt; one 1- 


3 Infantry unit in Palestine; one 3-4 
Infantry, one 5-4 Air unit in Greece 


(the Infantry unit may not garrison - 


Athens). 

Control: Gibralter, Malta, Cyprus, 
Egypt, Palestine, Transjordan, 
Libya east of hex MM20, Greece (as 
a minor ally), Crete, Syria- Lebanon 
(as a Free French colony), Iraq. 
Force Pool At Start: four 3-4 
Infantry, three 1-3 Infantry, one 2-5 
Armor, one 4-5 Armor, nine Fleets, 
three 5-4 Air. 

Aliowable Builds: (At Start) two 3- 
4 Infantry, two 4-5 Armor, six 
Replacements, one 5-4 Air. 

(Add in Summer of 1941): two 2-3 
Free French Infantry. 

(Add in Summer of 1942): one 3-4 
Infantry, one 4-5 Armor, one 3-3 
Airborne, one Fleet. 

SR Limit: 7 

Notes: Britain receives the Greek 
BRPs during the 1941 YSS. Only 
ASW factors may be constructed 
during the 1941 YSS. 


Russia 
BRP Level: 110 
Growth Rate: 30% 
Deployment Limits: The following 
units must start at and not move 
from the list of cities below until at 
war with the Axis and Axis ground 
units come with five hexes of the 
city in question: 
Leningrad: one 2-3 Infantry 
Moscow: one 3-5 Armor 
Odessa: one 1-3 Infantry 
Kharkov: one 1-3 Infantry 
Grozny: one 1-3 Infantry 


Other units may deploy freely in. 


Russia and Eastern Europe. 
Control: Eastern Europe 

Force Pool at Start: fifteen 1-3 
Infantry, ten 2-3 Infantry, five 3-3 
Infantry, six 3-5 Armor, three 
Fleets, three 5-4 Air. 

Allowable Builds: 

(Add in Spring of 1942): fifteen 3-3 
Infantry, four 4-5 Armor, two 2-3 
Airborne. 


(Free Siberian Jiane Winter, 


1941: four; Spring, 1942: three; 
Summer, 1942: two; Fall, 1942: one. 


Italy 
BRP Level: 80 
Growth Rate: 20% l 
Deployment Limits: At least two 
1-3 Infantry units in Albania; two 1- 
3 Infantry units in Libya west of hex 


LL18; all Fleets in the 
Mediterranean. 
Control: Albania, Sardinia, 


Rhodes, Sicily, Libya west of hex 
LL18. 

Force Pool At Start: four 1-3 
Infantry, two 2-3 Infantry, two 2-5 
Armor, four Fleets, one 5-4 Air. 
Allowable Builds: two. 1-3 
Infantry, two 2-3 Infantry, two 3-3 
Infantry, six Replacements, one 
Fleet*, one 5-4 Air. 

(Add in Spring of 1942): one 2-3 
Airborne, one Fleet. 

SR Limit: 5 

Notes: The fleet. included in the At 
Start Allowable Builds is one which 
was previously destroyed. If it is 
constructed, it does not become 
available for one year (see rule 
29.82). 


Germany. 
BRP Level: 190 
Growth Rate: 50% 
Deployment Limits: Must place at 
least 20 ground and/or air factors on 
the Eastern Front and maintain 
them there throughout the game. 


The normal limit of 20 factors. 


deployed in the Axis Minor Allies 
can be exceeded during. initial 
deployment, with a maximum of 
five factors in Finland. One..4-6 
Armor unit deploys i in Libya west of 
hex LL18. Fleets can deploy in the 
Baltic Sea, the Strategic Warfare 
Box, the Murmansk Convoy Box or 


p , Axis 
Stalemate a n22 
Marginal |. -— aides 23 
Tactical ^ Ei 
Decisive | . : S 


Two- Player Victory Conditions 
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at any controlled port on the 
Western Front. 

Control: Poland, Denmark, 
Norway, Netherlands, Luxembourg, 
Belgium, France: ` 

Strategic Warfare Surplus: four 
submarine factors. 

Force Pool At Start: eighteen 3-3 
Infantry, nine 4-6 Armor, one 3-3 
Airborne, four Fleets, five 5-4 Air. 
Allowable Builds At Start: ten 3-3 
Infantry, three 4-6 Armor, eight 
Replacements, one 5-4 Air. 

(Add in Spring of 1943): two 5-6 
Armor. 

SR Limit: 9 

Notes: Axis move first in. 1941. 
Only SW builds are allowed in the 
1941 YSS. Germany gains Finland, 
Rumania, Bulgaria, and Hungary 
as Active | Minor Allies 
automatically in Summer, 1941, 


. and adds 45 BRPs at that time. 


Vichy Frànce'is inactive with five 2- 
3 Infantry units and one 9-factor 
Fleet in European Vichy France or 
Corsica, and one 2-3 Infantry in 
Tunisia-Algeria-Morocco. Axis 
units may not be placed in Tunisia- 
Algeria-Morocco during the initial 
setup; rule 49.3 governs thereafter 
and Activation/Deactivation 
attempts (49.4) may begin in 
Spring, 1941. 


United States 
Notes: The American BRP Level, 
Growth: Rate; Deployment Limits, 
Force Pool. At Start, Allowable 


, Builds and SR Limit are all 


identical to the Campaign Scenario. 
The U.S. enters the 1941 Scenario in 
Spring, 1942 and must pay 35 BRPs 
for a DoW. The U.S. gets no growth 
in the BRP base level until the 1943 
YSS. 


| Allies | 
eT 

18 

19 

20 


E 


SR Limit: 6 | me -Player Victory Conditions 


: US/UK Russia. Ital German 
Notes: Neutral Russia moves atthe | |... Qoo z ar Wig QUAM y 
same time as Britain even through Stalemate | ot Te uer 8 Winter, 1943 CLA 
its BRPs are not included in the Marginal 10 eee WP. d X UN 23 
Allied total to determine the order Tactical il icis 10 4 24 
of movement. Russia must take Pass Decisive i4 i Mo n. 25 


Options or actions against 
ungarrisoned neutrals until a DoW 
exists between Russia and the Axis. 


Note: for Italy to win a Stalemate ina multi-player game, it must avoid 
defeat until Winter, 1943 (i.e., the last turn of the Scenario). 


Since the building of the Panama 
Canal, the United States has 


Central America: The United 
States’ Backyard War is a com- 


vested itself with the role of 

regional caretaker through 

enforcement of the Monroe 

Doctrine. This policy saw the 

US Marines spend almost two 

decades in Nicaragua (1912- 

1925 and 1927-1933) protecting American commer- 
cial interests from insurgent forces. Times change, 
but Central American issues and US policy toward 
them have not. What has changed are the stakes and 
the consequences of this policy. Victory Games is 
proud to present the definitive simulation dealing with 
this critical flashpoint. 


Victory Games Inc VICTORY GAMES, INC. 


43 West 33rd Street, New York, New York 10001 
Division of Monarch Avalon, Inc., Baltimore, MD 21214 


prehensive, dynamic simulation 

encapsulating the multiple 

elements of modern land and 

air combat. Conventional and 

guerrilla warfare are combined 

in a fluid, interactive game sys- 

tem, allowing players to select the intensity and level 

of detail for each scenario. A complete scenario- 

generation system, plus 16 pre-generated, graduated 

scenarios, provides a compelling game of competing 

philosophies and doctrines in action. Includes 780 

counters, mapsheet, display cards, and 5 booklets 
of rules, charts, and scenarios. 


Available at Walden Bookstores and Hobby 
Stores nationwide. Or Order by calling, toll-free: 
1-800-638-9292. 
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by Gary Smith 


Operation Urgent Fury, the 
October 1983 invasion of Grenada, 
pits a US/Allied invasion force 
against the Marxist Grenada and 
Cuban defenders. On cost alone, 
this game is a very altractive one to 
possess. 


GRAPHICS/ LAYOUT 

The box art, a somewhat styli- 
zed scene of a Spectre gunship and a 
US infantryman, is attractive. The 
internal graphics are fair. The 
three colors (blue, dark green and 
orange-red) on the map cover about 
30-35% of the island (the important 
part). Terrain contour lines are 
done in orange-red and tend to jump 
off the map due to the fact that most 
of Grenada is done in green. The 
counters are drab green for the 
Allies and orange-red for the 
Marxists. The US counters look 
good in that the symbology used to 
differentiate units is the standard 
insignia type, i.e. crossed cannons 
for artillery, winged parachute for 
paratroopers, etc. 


The charts and tables are on the 
map for easy reference. The rules 
layout is a problem. Some very 
important points are buried in large 
sections. Certain rules are not clear 
as to what is to be done when. After 


reading the rules, logical deduction. 


will solve most problems, but they 
Shouldn't exist in the first place. 


SYSTEMS 
The main point of interest is the 
concept and use of action points to 
determine activity, coupled with a 
designed, “non-sequence” of play. 
Each playing piece has a rated 
number of action points assigned. 


Operation 
Urgent Fury 


Every activity costs action points to 
perform. Combat result penalties 


also cost action points. During a . 


player’s phase, one may move and 
attack with any unit to the limit of 
its action point capacity. One can 
even attack the same enemy unit 
over and over, provided it has the 
points to hang on. 


As for the sequence of play, 
there isn’t one. The player may do 
anything he wants within the rules 
in any order that he wishes. This 
unique system, alone, is a reason to 


| purchase the game. i 


As with most games, however, 
there is one drawback. Not every 
unit has the same action points, nor 
does every unit perform the same 
tasks each turn. This means that a 
group of units can all spend AP's 
attacking another unit, then go 
their separate ways. Thus, by the 
time you finish moving one unit, 
you forget how many points you've 
already spent on another, in order 
to finish its movement. Keeping 
track of this becomes a problem. It 
is nol one that cannot be overcome 
with a little thought, though. 


GAME PLAY 

Barring extraordinary luck or 
skill, the Marxists cannot win a 
military victory. Therefore, the 
game is balanced by use of victory 
points, with the Marxists needing 
to do better than they did in fact. In 
other words, “don’t lose as badly.” 


: In order to do this they must care- 


fully read the VP schedule and 
deploy their forces as best they can 
per section 3.4. Once the US/Allied 
forces get on Grenada they are 
going to kick the Marxists all over 
the place. The US/Allied forces 
deploy slowly, however and the 
Marxists units must hold the 
airfield in order to slow up the 
Allied buildup. A careful, tenacious 
defense early on can slow the US/ 
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Close Simulations’ Mission Grenada 


Allied forces enough for the 
Marxists to gain a victory. 


The US/Allied player has two 
advantages: units with a large. 
amount of action points to make 
multiple attacks per phase, and 
airpower. The US/Allied player 
should know his objectives and 
blast his way in, using all his action 
points per phase. He shouldn’t let 
his weak units be killed. Given two 
equally skilled players, losing two 
US/Allied units will give the game 
to the Marxists. Even losing one 
will make things very difficult. Use 
the Marine company in conjunction 
with support, because 27 action 
points goes à long way in clearing 
out defending units. 


CONCLUSIONS 
This is a good game. The action 
point system is very good, but the 
administrative system needs some 
work. It has a nice "beer and 
pretzels" format that gives the 
players some real freedom of action. 


Congratulations. 
F&M Award 
Winners for 1986 


Wargame of the Year: 

(A tie!) 
Korean War by Victory Games 
Empires in Arms by Avalon Hill 
Computer Wargame of 
the Year: 

(Another tie!) 
Gunship by Microprose 
Gettysburg by SSI 
Writer of the Year: 
Richard Berg's Review of Games 


Designer Achievement 
Award: 
John Hill (Squad Leader, et a1) 


State of the Art Award: 


Beginner's Guide to Strategy 
Gaming by DTI 
Hall of Fame Award: 


Strategy & Tactics magazine (for 
putting a game in each issue) 
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Mission: Grenada is Close Sim- 
ulations’ game which deals with the 
invasion of Grenada by US/Allied 
forces in 1983. Several factors could 
have influenced the outcome of this 
action and are represented by the 
following variants. 


CUBAN AIR INTERVENTION 

There was a chance that Cuban 
airforce units could have attacked 
US Navy aircraft supporting the 
ground forces. This variant 
simulates the effect of such inter- 
vention, and its possible degree of 
success. 


Immediately before play begins 
the US player places all A6, A7, and 
AC 130 air units on the map face 
down. The Cuban player then rolls 
one die. The number rolled corres- 
ponds to the number of air units 
that must be removed immediately. 
The remaining units may be placed 
on the reinforcement track and play 
begins. 


REDUCED INVASION FORCE 

Use a more conventional in- 
vasion conducted only be the US 
Marines. Remove all Rangers, all 
82nd Airborne, and all Cuban 
units. 


CUBAN GARRISON 
This variant assumes that a 
Cuban garrison composed of 
regular army troops was present. 
Allow the Cuban units to use the 
US column on the reorganization 
table. 


LIMITED INTELLIGENCE 

In this variant the Cuban/Gren- 
adan player deploys his units any- 
where he wishes and places all 
units face down. They remain face 
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Mission Grenada by Close Simulations 


OPTIONS FOR 
MISSION 
GRENADA 


by James E. Meldrum 


down until they attack or are 
attacked. Once flipped over they 
remain that way for the rest of the 
game. 


FREE DEPLOYMENT 


The Cuban/Grenadan player 
places his units anywhere he wants. 


ALERT CUBANS 


This variant assumes that Jack ` 


Anderson has leaked the story of 
the invasion and the US has lost 


the advantage of surprise. Suspend 
the tactical surprise rule on turn 
one in all scenarios. The Cuban/ 
Grenadan units may use all of their 
action points on turn one. 


Players will note that there are 
six different variants presented 
here. An interesting way of 
selecting these variants is to roll a 
die and play the variant that 
corresponds to the number rolled. 


STRATEGICON presents 
GDW's Frank Chadwick 
and Mark Miller at 


GATEWAY '87 


GATEWAY 1987: at the L.A. Airport 
Hyatt Hotel, Septmeber 4th - 7th, 1987, 
over Labor Day Weekend. Pre-register 
for only $20.00 if postmarked by August 
22nd, 1987. To pre-register, or for more 
convention information, contact: 

Diverse Talents, Inc. 

GATEWAY ‘87, Dept. CA 

5374 Village Road 

_ Long Beach, CA 90808 
or call (213) 420-3675 
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Battleplan 43 


WEST OF BRYANSK, JUNE 5, 1943: Partisan warfare created 
in the rear of the German Army a state of constant fear 

of an enemy who seemed to be everywhere and difficult to 
constrain. Nowhere were partisans more active than in 

the forests of Byelorussia and nowhere were reprisals more 
fierce. German security regiments, sometimes replenished 
with units from the front, would try to encircle and comb 
the more important partisan strongholds. In order to pre- 
vent interruption of supplies for the Kursk offensive, 
such an operation (code named, "Cottbus") was carried out 
by special police formations of SS and SD troops. 


Board 
Configuration 


German player must eliminate 16 partisan squads or capture the 10-2 leader. 


Captured squads count as 2 eliminated. 
for each German infantry unit or AFV eliminated. 
German victory conditions. 


TURN RECORD CHART 


X Russian sets up first 


@ German moves. first 


Subtract 2 squads from the total 
Russian wins by avoiding 


Roadblock 


WEAPONS CACHE sets up hidden in any woods or building 
hex within five hexes of the nearest infantry unit. 


‘SPECIAL RULES 


SL1.1 Map overlay A is positioned with M6 on 4M6 and 
G10 on 4G10. Overlay G is placed with E3 on 4X8 and H? 
on 4U4. 


$L1.2 The 10-2 leader represents the local political 
commissar and is treated as a regular partisan leader. 


SL1.3 Roadblocks represent large trees felled by at- 
tached explosives and may only be placed adjacent to any 
woods hex. Roadblocks appear in their prerecorded hexes 
during any friendly fire phase by an adjacent squad which 
rolls 10 or less. Regardless of success, the placing 
squad looses its hidden status. 


SLl.4 Halftracks must be crew exposed to fire fixed ar- 
mament. 


SLl.5 Weather is moderate with no wind. 


The SPW/1W rockets can be used in direct fire only. 


WS 


-4-44 
1C/38W. 


SL1.6 Partisans use all support weapons as captured (90.13). 
The panzerfaust "to hit" table is modified by +2 only. 


SL1.7 Partisan prisoners may be interrogated as per rule 
120 with the following "interrogation benefit table:" 0 = 
commissar's position revéaled; 1-2 = position of weapons 
-cache is made known; 3-4 = all partisan squads within a 3 
hex radius of capture hex are shown; 5-12 no information. 


AFTERMATH: As the Germans penetrated the forests their 
lines began to break up. Heavy equipment was forced 
to remain on paths or in clearings and advanced with 
difficulty. Frequent partisan ambushes added to the 
attacker's troubles. However, inspite of their tacti- 
cal advantage, the partisans lost 2,000 men to the 
German 59. Another 5,000 were deported to slave labor 
camps. 


by Val John Halford 
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Scenario SL 2 


VICTORY CONDITIONS 
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THE TANK REPAIR SHOP 


NOVOCHERKASSK, JANUARY 7, 1943: As German Army Group Don 
struggled desperately to hold open the Rostov escape route 
from the Caucasus for von Kleist's retreating divisions, a 
new crisis developed. Twelve miles away Russian tanks had 
overrun the weakly held northern bank of the Don River and 
were making straight for the Army Group Headquarters itself. 
The oniy weapons available to deal with the invader were à 
handful of tanks and self-propelled guns fetched from a" 
nearby repair shop. 


Board 
Configuration 


A 
N 


The Russian player must exit 3 tanks, with functioning main armament, off 
the northern edge of playing area. The main armament is considered func- 
tioning if the tank is capable of firing either AP or HE ammunition. The = 


German player wins by avoiding Russian victory conditions. 


TURN RECORD CHART 


@ — German sets up first 


te — Russian moves first 


RIVER DEFENSE LINE sets up on any 
whole or half hex of board 7 north 
of the river. 


ADD 17 
S 


76L 5^2 


SPECIAL RULES 


SL2.1 Snow rules are in effect. All marsh, pond, stream 
and river hexes are frozen and able to support vehicles. 
There is no road movement bonus. 


SL2.2 Starting with his initial Rally Phase, the German 
player attempts to start his AFV's by rolling one die and 
using the table below. The armor leader may modify the 
die roll of the vehicle he occupies. 


MT & AG (1-4) starts (5) no start (6) immobilized 
TD (1-3) starts (4-5) no start (6) immobilized 
SPA (1-2) starts (3-5) no start (6) immobilized 


$L2.3 Use COI supplemental rules K, M and N (page 59). 


SL2.4 Treat elevated roads and orchard hexes as open 
ground. Treat all scrub hexes as marsh. 


SL2.5 Movement cost for river and stream banks is the 
same as gullies. 


SL2.6 Place map overlay A on board 12 with M6 on 12U5 
and G10 on 12AA1. 


AFTERMATH: Within the hour a small, motley band of 
German armor sped south and intercepted the Soviet’ 
Spearhead. A brief battle ended with the Russians 
withdrawing across the river. Having successfully 
dealt with the local threat, Army Group Don turned 
its attention back to saving von Kleist. 


by Val John Halford 


Squad Leader Abbreviations 
Defined 
by Stance Nixon 


I believe a little explanation on how this chart came 
into existance is in order. When | first bought my copy 
of Advanced Squad Leader | noticed the large 
amount of abbreviations. This didn’t bother me because 
-I had been playing GI from the playtest stages and 
there seemed to be a fairly complete Index & Glossary. 
Little did l know... 


Within the first week I was spending a lot of time 
looking through the Glossary to find the elusive SZ, 
and the sneeky sN X. I found them, but I forgot where 
by the next game so I started a listing of the hard to 
find abbreviations and their meanings. Along came a 
new player, and | taught him the system. As he asked 
questions, my little list of notes became a full sized 
page with meanings and a rules index (now we could 
find out what an abbreviation meant and what rules 
referred to it all in one place). 


After helping several people at Squad Leader 
tournaments find the right rules with my handy dandy 
list, I started adding to it the most commonly looked up 


ones. Ultimately, I finally decided to find: every 


abbrivation l could and write it down. 
Explanatory Notes: 


1. If you see something like sD# the # will be FBPARPOS 
by a number on the counter. 


2. If you see (German Vehicle K) then go to section H of 
the rules and look for German Vehicle Note K. 


Addendum: 


I added a few things not found on the charts, Towing 
and Carrying costs, and the way to adjust for superior 
‘or inferior turret. 


Some things have been left out of this list, for instance 
the MG : NA VCA. By using this glosary you'll find 
that this means Machine Gun Not Allowed [to shoot 


through] Vehicular Covered Arc. If you want more. 


information than that see the information in section H 
on that particular vehicle. 


A 


(a) ....... US. manufacture D2.5& A 25.3 


A#+ .... available August 194# on 

ARE .. APCR Depletion nuniber C 8.1-.2, C 8.9- 92, 
(German Vehicle K) 

AAGun . Anti-AircraftGun C2.2&C26 

AAMG ..  Anti-Aircraft Machine Gun D 1.83, A 15.53, A 11.62 

Adj ...... Adjacent A.8 

Adv ..... Advance A11.6,D 9.31, A .3 

AR. Armor Factor D 1.6 

AFPh ... Advancing Fire Phase A3.5&A7.25 

AFV .... Armored Fighting Vehicle D1.2 


ANZAC . Australia, New Zealand, etc. A 25.44 
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Anti-Personnel 

Armor Piercing C11.52&C8.31 
Armor Piercing Depletion Number C8.9 
AP Composite Ridged . C 8.1-.31 

AP Discarding Sabot C 8.1-.31 
Advance Phase A3.7,A 4.7, A2.5 
Artillery Request C1.3 : 
Artillery C2.2&C1.1 

Anti-Tank Gun C22 

Anti-Tank Magnetic Mine C 13.7 
Anti-Tank Rifle C13.2&C831 ` 


B 


Breakdown Number A 9.7, A 19.131,C 2.28 
Low Ammo B#  D3.71 

Bazooka C13.4,C 10.22,C 8.31 

Bow Flamethrower D 3.6, A 22, D 1.8 
Bounding First Fire C 5.3 

Bow Machine Gun D1.81 & A 11.61 

Basic Point Value A 1.4& A 16.1 

Buttoned Up D5.2& D 6.61 


C 


Canister Depletion number C 8.4 
Covered Arc .C3.2& C 10.22 

Covered Arc Focal Point D 2.32 

Close Combat A11 

Close Combat Phase A 3.8 

Close Combat Table A 11.11 

Close Combat Value A 11.5 

colored die roll 

Crew Exposed D 5.3-.342 & D 9.1 

CE gets + # modifier from X facing not +2 
Critical Hit C3.7 

Coaxial Machine Gun D1.82& A 11. 62 
Cost Of Terrain B.2 

Casualty Reduction A 7.302 & A 10.64 
PRC Survival Number D5.6& D 6.9 
Passenger Survival Number D 5.6 & D 6.9 
Closed Topped (AFV) D 1.24 & D 5.2.3 
Counter Exhausted A 4.51 


D 


APDS Depletion number C 8.1-.2 
Demolition Charge A 23 & B 24.75 
Defensive Fire A8 


. Defensive Fire Phase A3.4 


Dismantled A 9.8 

Desperation Morale A 10.62 
Dependent On other Terrain in hex 
dieroll,onedie A.1 

Dice Roll, two dice .A.1 

die roll modifier A.1 

Dice Roll modifier A.1 

Design Your Own secH 


E 


Environmental Conditions B25.5 & E3 


Experience Level Rating A 19.1,& A 16.2 
` Excessive Speed Breakdown D 2.5 & D 14.21 


European Theater of Operations page H31 
Example: 
Exception 


F 


.: French manufacture D 2.5 & A 25.5 


Fighter Bomber E7.21 

defensive First Fire -A 8.1 

Fire For Effect C1.5&C.1 

First Fire Moving in Open A 4.6 

First Fire Non-Assult Movement A 4.6 
Fire Group A 7.5-.55 
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FP Fire Power A 1.21 ; MG ..... Machine Gun A9, A 7, D 1.8-.83 
FPF ..... Final Protective Fire A 8.31 ML ..... Morale Level A10,A1.23,C 1.5, A .18 
FRD ....  Fractions Rounded Down : ML:9 ... Morale Level of 9 for all Tigers (German Vehicle K) 
FRU .... Fractions Rounded Up : mm ..... millimeter (gun size) 
FT ...... Flamethrower A22 MMC ... ` Multi-Man Counter A 1.12 
MMG ... Medium Machine Gun A 4.41, A 9.8, A 9.2-.21 
Mnvr ... Maneuver : 
a G MOL ... Molotov Cocktail A 22.6,C 7.22, C 11.51 
: Rate MP ..... Movement Point D1.1 
e ils T i D 2.5 & A 25.1 MPh .... Movement Phase A33 
ESS yEosva Deze : MPV ... Modified Point Value H 1.211 
1MT .... one man turret D1.322 
H MTR ... Mortar C2.2,C9,C 7.345, C 1.55 
H# ...... HEAT Depletion Number ` (German Ordinance B) & N 
; C8.9 . 
Bb Ms h PEE B 10.31 & A 8.26 NA AM Not Allowed 
D $ f NA VCA No fire through VCA (German Vehicle J, Russian 
h-d ..... horse drawn only Vehicle F) 
HE ...... _ High Explosive C.6,C 7.34, C 8.31 NCC National Capabilities Chart A25 
HE# .... High Explosive Depletion Number C 8.9 aoa 
HEAT High Explosive Anti-Tank C8.3,C8.31, C 11.51 RU M No Movement.. O 10-29 
E E AR ISIN es ima Meg NMC ...  NormalMorale Check A 10.1, A 7.303 
HH ...... Hull Hit required C 3.9 Nml Normal 
HIP ..... Hidden Initial Placement A12.3-34 & A 11.19 NoIF ... No Intensive Fire C 5.63 
HMG .... Heavy Machine Gun A 4.41, A 9.2-.21, A 9.8 i 
HS HalfSquad A 1.122 NT m Non-Turreted. D 1.33 & A 15.23 
db ri h Ift nu D1 41 NTC .... Normal Task Check A 10.1 
LAR ares : NVR .... Night Visibility Range sec E1 
UE puce ee DEE eae OB ..... Order of Battle 
ELTE ` : ; OBA .... Off Board Artillery C 1.1, C.7, 2.1, B26.52, H 1.5 
IFE ..... Infantry Firepower Equivalent C 2.29 OG ..... Open Ground 
i LES e Re |». 0P ..... Observation Post Tank H 1.46-.465 
use E E : OT .....;. Open Topped (AFV) D 1.23, B 13.3, D 5.3, C 6.63-6.65 
IM ...... Immobilized D7,D 7.5,D 8.4,D 5.5 OVR Overrun D7,C5.64, 3.44, D5.2 DG.5, B 13.32 
Immob .. Immobilized D7,D 7.5,D 8.4, D 5.5 D B2341 EAD QM c EMI, UC 
INF ..... Infantry Gun C2.22& C 2.5 : 
IPC ..... Inherent Portage Capacity A 4.42 & A 10.4 
IR ....... Illuminating Round C 8.7 & E 1.93 P 
J PorP ... PTO use only 
M uuu. never used in the PTO 
Ji lass ` Possible 
dát cs available June 1944 on PAATC .  Pre-AFV Attack Task Check A 11.6,A 23.3, A 12.41, 
Í D7.2 
K PBF .... Point Blank Fire A 7.21, A 22.611,C 8.41,B8.3 
; PE 2 Panzerfaust C 13.3-.36,C 13.8, C 8.31 
Ki Casualty Reduction A 7.302 Pfk ..... combat trial Panzerfaust C 13.3-.36, C 13.8, C 8.31 
K# ...... Kindling Number B 25.11 : PFPh ... Prep Fire Phase A32 
K/f ..... Casualty reduction /all units take &MC A 7.302 PIAT ... Projector Infantry Anti-Tank C 13.6, D 6.1, C 8.31 
#KIA ... Numberofunits KIA A7.301 : P.Sh ... Possible Shock C 7.4-.42 
KlA ..... Killed In Action (Removed from game) A 7.301 PE segre Portage Points A 4.4, A 4.42, A 4.52 
o PRC .... Passengers, Riders, and Crew JA 5.8, A.14, A 10.2, 
: A 8.22, A'1.211 
L PSK .... Panzerschrek C 13.5 & C 8.31 
AA ! Lum PTC .... Pin Task Check A 7.305 & A 7.8-.831 
LATW ... Light Anti-Tank Weapon C13 PTO .... Pacific Theater of Operations page H31 
Lax ..... Inexperienced Personnel A11.18 . PV Paved Road 
LD) Gears Leadership A10.7-72 |...  -^ ^ '"'* 
LE 2. Limbered Fire C 10.24 & C 2.21 
LG ...... Leader Generation A25 &H 1.8 l Q 
LLMC ... Leader Loss Morale Check A 10.2 
LLTC ... Leader Loss Task Check A 10.2 SU ick Set : 103 
-LMG ....  LightMachineGun A9.2-21 &D6.1 SOU sere -Quick Set.Up time; C10:48 
LOF ..... Line Of Fire (LOS along which attack is traced) 
LOS .....  LineOfSight A6 R 
LV oeri Low Visibility E 1.7 & E 3.1 
| e... Radioless AFV D14 
M R* oo... Radioless AFV (with radio after 1943) D 14, (Russian 
. : Vehicle C) 
M# ......  Manhandling Number C 10.1,C 2.27, C 10.3-.31 R# ..... Repair Number A 9.72, C 2.28, D 3.7, D 1.81 
Me ...... Manhandling Number C 10.1-.11,C 2.27,C 10.3-.31 RCL ....  RecoillessRifle C12& C 2.22 
MA ...... Main Armament D 1.3, D 3.7, C 2.6, D 3.53-.54 REV .... Reverse movement D 2.2 
MA:AA .. MA and CMG have AA Capability C2.6 ` REVX 4 Reverse movement costs # times normal cost 
MC ...... Morale Check A 10.1, A 10.3, A 7.304 RF ...... Rarity Factor H 1.3 
AMC .... MC+#toDice Roll A 10.1,10.3,7.304 RFNM .. Restricted Fire No Movement C 10.25 
MF ...... Movement Factor A4.11 RMG ... Rear Machine Gun D1.81-.82,A11.62,D7.11 


Rmv .... Removal D6.631 & D 10.4-.42 


Range #TKDR 
. Rate Of Fire A 9.2,C 2.24, A $.41,C 5.2, C2.5, A 6.11, 
C8.1 
Rally Phase A3.1 
Restricted Slow Traverse D 1.321 
Rout Phase A3.6 
Rear Vechicular Covered Arc D3.2& C 3.2 e Seaman 
ADM 
S TENE 
Ad est. 
smoke & white phosphorus A 24, C 6.56, C 8.5, X ve 
B 25.63-.651 TEITE 
Sniper Activation Number A 14.1 & H 1.29 Aj... 
Shaped-Charge Weapons C13.9,C 8.31, A 7.5 * e. 
smoke Discharger depletion number D 13.1-.3 & EE 
D 13.31 P aviv 


| p1331 


` A2121 


possible smoke Discharger depletion number D13.1& 
Side mounted Flamethrower 
Shock C7.4-.42 & D 6.61 

smoke Mortar depletion number D 13.1-.3 & D 13.32 
Single Man Counter A 1.11, A 25.5, A 21.13, A 21.22, 


A 22, D 3.6, D 1.8 


Submachinegun 

Nahverteidigungswaffe depletion number 
D 13.34 

smoke Pot depletion number 

Spotting Round C 1.31-3.23 

Shutz Staffen A 25.11, A 20.4, A 20.21 

Scenario Special Rule 

Slow Turret traverse D 1.32 

Surrender A 15.5, A 20.2-20.24, A 19.12 

Support Weapon A 4.4-.44 & A 7.35-.353 

Schuerzen D11.2-23 & H 1.42 


T 


Czech manufacture D 2.5 
fast Turret traverse D 1.31 
Towing number C10.1-.24 & D 1.5 
Trai! Break B 13.421-.4212, B 24.74, B 24.71, B 13.31 
Task Check A10.1,A 10.2, A 11.6, A 1.31, D 8.22, D 5.5 
Turret Covered Arc. D3.12,C 3.2 
Terrain Effect Modifier A 7.6, C 6.8 
Turret Flamethrower A 22, D 3.31, D 2.42, D 7.344, 
D3.6,D1.8 
To Hit Number C3.3 
Temporarily Immobilized A 4.8, A 12.152-.153, 
C 10.11-.3, B 24.7 
To Kill Number 


D 13.1-.3, 


D 13.1-.3 & D 13.33 


C7.11 
Triple Point Blank Fire A 7.211-.212, A 15.432, 


 A12.151, D 7.2 


#MA&# 


Unconfirmed Kill C 7.4..42 
Unit Size Number A 1.6, A 12.12, A 20.5, A 23.7 


Vehicular Bypass Movement D 2.3-.38, D 6.5, A 12.42 
Vehicular Covered Arc. D3.11,C3.2, D2.11 
versus 


W 


wind direction roll B 25.65, E 1.12, E 3.4 
White Phosphorous A 24.3-.32 & A 10.62 


X 


elimination number A9.7& A.11 


Misc. 


Multipul MG for MA (U.S. Vehicle H) 


Battleplan #3 


Multipul to kill dice rolls (# equals number of rolls to 
make) 


Symbols 


f Greater than 

P Less Than 

3 Greater than or Equal 
: Lessthan or Equal 

A Not greater than 

i Not less than 

: Or 

. No Leadership DRM 

2 Unarmored 

š Concealment A12&A11.19 
: Number 


2X | drdouble lower die roll 


Infantry types: A 1.25 


Conscript infantry A19.2-.3 

Elite Infantry 

Green Infantry A 19.2-.3, A 25.41, A 25.51 
1st Line Infantry 


br OO 


2nd Line Infantry 
Partisans A 25.24, A 20.4, A 11.7 


‘Entrenchments: B 27.1-.2 


One Squad 
Two Squads 
Three Squads 


IS 
28 
3S 


Transport costs: D 6.1-.2, C 10.13 


: Towing: MPCOT+1 


10PP 
5PP 


Carrying: Squad 
Crew/HS 
SMC(4max) Free 


Unit Size Number A 1.6 


SMC 
Crew/HS 


1 
2 
Squad ; 3 
Horses & 5/8" counters 4 
Large or very largetarget 5 


Superior Turret 


AF inside square outline. AF is one higher on that turret facing. 


Inferior Turret 


AF Inside circular outline. AF is one lower on that turret facing. 
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A HOUSE RESTORED 
Simple Realism Rules for GDW's A 
House Divided 


By Alan Emrich 


In the second installment of this 
three part series on GDW's popular 
Civil War game A House Divided, 
the focus was concerned with 
battlefield variants needed to give 
each battle a more historical "feel." 
This, the final part, focuses on the 
Great Generals of the Civil War and 
on outside political events. 

. This final segment is for the 
“veteran” A House Divided player 
who wants all of the "bells and 
whistles" available out there for his 
game. Every rule presented here is 
independent and entirely optional. 


PART THREE 
Great Generals 
and Political Events 


Each side had its own Great 
Generals and peculiar political 
Situations. To simulate these, 
players may wish to employ any or 
all of the following optional rules for 
A House Divided. 


Some Great Generals of the 
Civil War will have an impact on 
play of a game even of the scope and 
scale of A House Divided. 
Counters should be provided for 
them. Great Generals arrive on any 
friendly unit at the beginning of the 
` player's turn indicated on the Great 
Generals Chart. 

Once placed on the board, Great 
Generals only effect the units they 
are stacked with in combat. Each 
Great General present which effects 
attacks (indicated by a 'yes' under 
the column 'attack?') affords that 
player one re-roll of his own dice per 
round of combat (Robert E. Lee, as 
denoted by the asterisk next to his 


DIE ROL L MODIFIERS: 


voll GD W's A House Divided 


combat ‘yes,’ may also force one re- 
rol! any Union player's die roll per 
round of combat!). 


If any Great General which 
effects morale (indicated by a ‘yes’ 
under the column ‘morale?’) is 
present, then a minus one (-1) die 
roll modifier applies to all morale 


and desertion rolls for units in that 


battle. No matter how many Great 
Generals are present which effect 
morale, a maximum die modifier of 
minus one (-1) is allowed. 


.Note that Jackson is removed at 
the end of the May, 1863 game turn. 
Other Great Generals are elim- 
inated if all of the pieces they are 
Stacked with are also eliminated. 
Great Generals move with any piece 
they are stacked with or may be 
removed during any friendly 
movement phase and replaced on 
any friendly unit at the beginning of 
the next, or any subsequent, 
friendly movement phase. 


More support from Confed- 
erate Border States can be won by 
the South. At the beginning of each 
Confederate player turn which finds 
the Confederate player controlling 
every recruitment city in either 
Missouri (St. Joseph, Springfield 
and St. Louis), Kentucky (Bowling 
Green and Louisville) or Maryland 
(Baltimore), a die may be rolled for 
each State in which this condition 
exists. If the die roll is greater than 
or equal to the required number, add 
another Confederate militia 
infantry unit to their recruitment 
pool. This may only occur once for 
each of these three states. 


Southern Border States 
Support Table 


Border State Support # 


Kentucky 


+1 if the Confederates are within five 
of the Army Maximum Size of the Union. 

+1 ifthe die roll is made in 1861. 

+2 if the Confederates control Wash- 
ington D.C. 
. -1 for each year after 1862 in which the 
die roll is made (ie-1 in 1863,-2 in 1864 and 
-3 in 1865). 

-1 ifthe Union Army Maximum Size is 
greater than ten over the Confederate's. 

-1 if the Union player controls Rich: 
mond. 
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The Northern Draft Riots of 
1863 can be simulated by having 
one Union militia infantry unit 
reinforcement arrive in April, one 
in May, one in June and the final 
one in July of that year, rather than 
all four arriving in April. 


The Election of 1864. If, at the 
end of October 1864 game turn, the 
Confederate player has 15 or more 
total recruitment points, then 
George B. McClellan is elected 
President of the United States, the 
game ends, and the South has won. 


Foreign Intervention can be 
won by the South if all of the 
following conditions exist at the 
beginning of any Confederate 
Player turn (good luck!): - 

1. The Confederate Army Max- 
imum Size is. within three of the 
Union's. 

2. At least two Union recruit- 
ment cities with a value of two or 
more, one of which must be Wash- 
ington D.C. (which counts as a two 
value city for this purpose), are 
Confederate controlled. And 

.9. Either no Confederate 
recruitment cities with a value of 
two or higher are Union controlled 
or, for each one that is, another 
Union recruitment city with a a 
value of two or more is Confederate 


controlled. 


If all of the above conditions exist 
at the beginning of the Confederate 
player’s turn, then Foreign Inter- 
vention is triggered with the 
following effects: 

1. The Confederate player may 
perform Sea Movement (only, not 
the river “jump move” or invasions). 

2. Add the following Foreign 


_Intervention units to an “in Europe” 


holding area off the board: one 
Crack Infantry, two Veteran Infan- 
try and one Crack Cavalry. 

If destroyed, one may be 
replaced at full rating every 
Confederate Recruitment Phase in 
which the Confederate player rolls a 
five or six, and is placed in Europe. 

Foreign Intervention units in 
Europe may arrive during any 
Confederate movement phase at any 
Confederate controlled port by regu- 
lar sea movement (ie. by expending 
the appropriate marches to get them 
there). They do not count against 
the Confederate Army Maximum 
capacity. 
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Notes: Jackson starts with the Confederate unit at Front Royal, 
Johnston starts with the unit in Atlanta. 


G’day, Yanks, and watch out because 


BREAKOUT! magazine 
comes to North America!! 
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Ski WL 


The RISK boardgame seems to 
defy time as it continues to be a 
popular game at conventions and 
stores after over thirty years. As a 
player of the game since the early 
sixties, | developed additional rules 
which add to the the game’s excit- 
ment. What follows are four modi- 
fications which you may wish to try. 


Initial Setup: Roll two dice to 
determine the order of play. The 
highest number goes first. To 
distribute the countries, either deal 
out the cards, with the last players 
receiving the extra cards, if any, or, 
starting with the last player, take 
turns placing an army onto any 
country you desire. This tends to 
reduce the problem of long time 
players not getting their favorite 
starting positions, and makes it 
more of a battle between countries 
than between scattered factions. 


Combat: Armies may attack 
any adjacent, opposing player's 
country provided that they have at 
least one extra army that can 
occupy the country after the battle. 
The attacker may attack with any 
_ number of units, however, he may 
only roll one die for each attacking 
army up to a maximum of three 
dice. The defender rolls one die for 
each army in his country, up to a 
maximum of two dice. The attacker 
rolls his dice first. Then the 
defender decided how many dice he 
wants to roll. The dice results are 
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- compared, matching the highest die 
roll on each side. The side having 
the lower die roll for each 
comparison removes one unit from 
his forces. If the die rolls are the 
same, both countries lose a unit. An 
exception to this is if the defender 
has only one unit. In that case he 
does not have to remove it. The 
attacker still loses one unit. 


Cards: For every country a 
player captures, he receives one 


. card. There is no limit on the num- 


ber of cards that a player may 
receive each turn. If a player 
eliminates all of an opposing 
player's units on the board, then he 
also receives all of that eliminated 
player's cards. The cards may be 
combined into sets of three alike, or 
three different cards at the 
beginning of the player's turn, and 
turned in for five additional armies 
for every set. À player may keep no 
more than four cards at the 
beginning of.his turn since five 
cards will always make a set. This 
is a major change in the rules of 
RISK that helps to even out the 
luck of the draw in the original 
game. The number of armies of five 
per set has been found to be the 
optimum number. Less than five 
made capturing countries a losing 
proposition while six per set tended 
to increase the conflict at a much 
faster rate. 
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Repositioning Units: At the 
end of his turn, a player may 
reposition all of his armies in any 
manner by relocating some or all of 
his armies throughout the countries 
he controls.This speeds up the game 
by allowing a player to decide after 
all attacks how he wants to defend 
for the next round. Usually a player 
will withdraw his extra armies to 
one country so that next turn he 
may start out with a stronger 
position. Later in the game, 
positioning of one or two armies in 
countries that have served as ‘card 
fodder’ indicates increased conflict 
and the movement toward final 
confrontations. 


Strategy Hints: Since card sets 
are not available until the 
beginning of one’s turn, players 
have an opportunity to attack the 
strong player before he is able to 
eliminate everyone. Also, it gives 
everyone an opportunity to protect 
weak players so they will not be 
eliminated for their cards, or to 
protect someone with a large 
number of cards from being elimin- 
ated before he has an opportunity to 
use them. By allowing players an 
opportunity to select their starting 
positions, everyone should select 
certain side areas that can be 
isolated and not considered coun- 
tries available for card production. 
Central areas should be avoided 
except for capturing for cards. Do 
not expect to hold onto them. 
Rather expect that everyone to keep 
capturing them. Only capture con- 
tinents when you have a large 
excess of units that can retain it if 
attacked. Players love to counter- 
attack continent grabbers who over 
extend. 


Try these variations, and if you 
have any additional variants, 
please contact me with them. 
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Axis & Allies: 


A Brief History of 
the Game 


By Alan Emrich 


I have three distinct memories 
from the Summer of 1981, all of 
them centering around the San 
Francisco area Origins convention 
that year. The first was that the 
convention, overall, was a 
disappointment. In fact, the worst 
Origins I’ve ever attended (having 
only ever missed two). 


The second was my purchase of 


a game I would grow to love and, to | 


this day, always travel with a copy 
of it. That game is A House Divided. 
I sat up all night with Don Lowry, 
who published a wargaming 
magazine called Campaign, fighting 
the Civil War right down to the last 
turn. It was sheer thrills and fun. . 


The third memory is that of 


being eliminated from the $1,000 
SPI Spies tournament and going to 
the dealer room to by a copy of a new 


game I saw people playing in the 
open gaming. area ("Gee, if every- 
body's playing it, it must be good!"). 
That game was the Nova Game 


Design, Inc. edition of Axis & Allies. 


I almost. didn't buy the game 
because it looked like a joke. The 
pieces came in every imaginable 
Shape (triangle tanks, hexagonal 
fighters, round anti-aircraft, etc.) 
and in bright colors. I guess the 
bright colors wouldn't have been so 
bad if the map wasn't also done in 
screaming bright colors as well. 
Watching the pieces maneuver 
across the board, colors clashing 
more than armies, could easily have 
given any tasteful person a 
headache. Fortunately, in 1981, 
there were no standards for war- 
gaming taste in aesthetics, so I 
bought a copy and squirreled it 


: away for later play. 


Axis & Allies, in its cartoon box, 
lapsed into slumping sales and 
obscurity over the next three years. 
Then in 1984 the rumors began to 
circulate around the industry that 
Milton Bradley was going to 
produce a line of adventure games, 
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one of which was to be Axis & Allies. 
For the hobby, there was much 
rejoicing, because if anyone could 
bring in new wargamers from the 
ranks of the 12 year olds on up, it 
was Milton Bradley. 


The first striking thing about 
this “new” Axis & Allies game was 
that it came in the biggest box my 
game shelf has ever seen. After 
opening it, surprise number two was 
finding all of those weird cardboard 
counters evolved into lovely plastic 
molded pieces. In fact, everything in 
the box was a.completely first class 
production job. All that remained to 
be seen was whether their new 
Gamemaster line of three wargames 
would sell, or would Milton Bradley 
just experiment and leave our hobby 
of wargaming: 


The answer came at Origins 
1986, which Milton Bradley 
attended as an exhibitor. Because 
sales has slacked off on their 
Broadside game, they decided to 
replace it with a new wargame, 
Fortress America. (Sales were so 
good that the total time it took for 
them to sell out was under 20 
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minutes!). Representatives for 
Milton Bradley said that the line 
was evolving with product quality 
‘improvements, and would stay in 
the marketplace and continue to do 
so. Broadside has since gone off into 
collectors’ heaven, as Conquest of 
the Empire soon will. This latter 
game will be replaced with their 
néw Shogun game, while 
speculation and rumors abound 
about their next (possibly Civil 
War?) wargame for the Game- 
master series. 


And just to prove that Axis & 
Allies is the all time champion of 
the Gamemaster series, Milton 
Bradley has produced Second 
Edition Rules. Yes, due to the 
games extreme popularity, a second 
edition set of rules is now available 
directly from Milton Bradley. To get 
your very own copy, send $2.00 to: - 


CO Department -BP 
Milton Bradley Company 
443 Shaker Road 

E. Longmeadow, MA 01028 


Specify the number of new rules. 
books ordered and allow 4-6 weeks 


“enemy 


for delivery. Check or money order 
only, and tell ’em Battleplan sent 
you! 


Evolution of the Rules 


Since the majority of the readers 
of this article are probably most 
familiar with the first edition 
Milton Bradley rules, they will be 
used as a reference point as to the 
evolution of the rules to Axis 
Allies. 

In the original Nova Games 
edition of Axis & Allies, submarine 
movement and combat were 
considerably different. Submarines 
didn’t hinder, nor were hindered by 
naval units during 
movement. Thus they could run a 
blockade by moving two spaces right 
through an enemy fleet. Combat for 
them was different, in that 
defending submarines got a "first 
Shot" (i.e., transit) attack when 
enemy ships moved into or through 
their sea zone. It was an optional 
attack, because submarines them- 
selves were not vulnerable to enemy 
attacks unless they "exposed 
themselves" by opting to participate 
in combat. 
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Other rules in the Nova edition 
included invading land units attack 
with a strength of one on the first 
round of combat, losses to multiple 
defenders in one area were always 
chosen by the attacker as to which 
defender suffered how many hits 
and new air units could be placed on 
carriers in adjacent sea zones to a 
factory. 


Other bits of fascination 
included the differences in the map. 
The Nova edition included many 
"Pro-Someone" Neutrals. For 
instance, Spain, although a neutral 
country, contributed 3 to the 
German economy. Saudi Arabia 
contributed to the U.S., etc. Most 
neutrals also had an economic value 
making invading them a more 
attractive proposition. Italy also 
started with Italian East Africa. 


For weapons development, the 
current Heavy Bombers was the 
Atomic Bomb (eliminates every- 
thing in a land or sea area), but the 
real missing gem from the Nova 
edition was the Special Forces rule. 
In it, each major power got its own 
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unique ability. Japan got Kamikaze 
Tactics, Russia got to move 
factories, America got the Marines, 
Germany got the SS Panzerkorps, 
and Britain got gypped (with the 
Home Guard). 


In the second edition Milton 
Bradley version of Axis & Allies, 
there have been two major changes 
and several clarifications and minor 
changes. The two major changes 
include the Commander-In-Chief 
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and multiple force attack rules, both 
of which have been eliminated. 


The second major change is that 
factories have been divided into two 
types: Original Complexes and New 
Complexes (being ones you build 
during the course of the game). New 
Complexes can only produce a 
limited number of new units per 


turn equal to the income value of 


the territory in which it is located. 


Battleplan #3 


The transport rules have been 
changed somewhat, adding rules for 
“bridging” and clarifying the timing 
of embarkation and debarkation of 
troops during a transport’s move. 
Submarine warfare has been 
clarified considerably, although not 
changed. Many mapboard and unit 
placement ambiguities have been 
specifically clarified, as have the 
rules for capturing an enemy 
capital. 


THE WORLD AT WAR 


The surprisingly popular AXIS AND ALLIES . 
is one of those games which seems to draw 
out the designer in all of us. Mybe it is be- 
cause the game needs work or maybe it is 
because of its tongue-in-chek laid-back na- 
ture. Regardless, after the first three or so 
games everyone in my group here started 
suggesting various rules amendments to 
“correct” the game. This variant article is 
the culmination of a coherent set of the bet- 
ter of these house rules. We added to the 
rules each time we played, sometimes a lit- 
tle, sometimes a lot, but have settled on 
these and I think the game now plays much 
better. Of course, since the game was in- 
tended for enjoyment rather than to be 
taken literally as history, the variant rules 
have been kept reasonably simple. 

All original rules sections and components 
will still apply but with the new rules, modifi- 
cations, and exceptions found below. Many 
of my new rules, although woven into the fab- 
ric of the game, could be regarded as optional 
and, therefore, may be omitted if players so 
desire; however, the package is intended to be 


FIGHTER ATTACKING ENEMY 
POSITION AND LANDING ON 
FRIENDLY TERRITORY 


House Rules for Axis & Allies 


By 
Vance von Borries 


played as a whole. I include a sentence or two 
of the reasoning behind the morc important 
sections. These rules may be played with 
either edition of the game. It should also be 
possible to play this rules set with other pub- 
lished variants. 

SET UP: Add thc following units to the 
opening set-up: 

Germany: onc (1) "damaged" (see below) 
battleship in "Germany" sea zone. 

United Kingdom: onc (1) anti-aircraft at 
Gibraltar. 

Japan: one (|) armor at Kwangtung. 

COST: Adjust the cost to "build" the fol- 
lowing pieces to read: 

submarine -7 

transpot-6@ . 

to build "damaged" battleship — 12 

to repair "damaged" battleship — 12 

STRAITS: 

(a) Turkish Straits — No naval unit except 
transports may enter or leave the sca zonc 
north of Turkey (i.e., Black Sea) unless both 
Eastern Europe and Turkey are friendly. Note 
that "neutral" status is not "friendly" status. 

(b) Gibraltar Straits — A naval unit may not 

move from "the Mediterranean" to the Atlan- 
tic (sea zonc west of Spain) or vice versa un- 
less Gibraltar is friendly. 
**According to the Montreaux Convention 
Turkey would not allow passage of warships 
of warring nations but must allow transit of 
commercial vessels of all nations. Those 
were narrows that could easily be blocked. 
The Gibraltar Straits are similar. 

SUBS and TRANSPORTS: The loading 
of troops onto transports generates a sub- 
marine First Shot and all enemy non-transport 
ships and aircraft currently in the zone may 
fire back. A landing in the zone does not gen- 
erate First Shot. 


**This rule attempts to correct a severe 
mechanics problem in the rules. As written, 
a transport in, say, the North Sea could load 
from England, then allow units on it to attack 


any adjacent land.and never be shot at by 
subs. Mechanics are such that you cannot re- 
solve this by allowing First Shots upon land- 
ing as the land units on the transports need 
never actually unload. 

Anti-aircraft Units: The player has the 

option to withhold the First Shot for usc 
against enemy armor attacking its space. First 
Shot is not allowed against both. First Shot 
against armor is only one shot despite the 
number of provinces attacking. 
**This rule reflects the growing effectiveness 
of anti-tank weapons and provides the benefit 
of a slightly increased pace of casualties on 
the east front. 


Battleships: The first "hit" scored against 
a battleship will only "damage" that battle- 
ship. The second "hit" eliminates the battle- 
ship. If a battleship is already damaged, it 
will be eliminated on the first hit. 

A damaged battleship is reduced to attack 

capability equals roll of | or 2 and defense 
capability equals roll of 1 or 2. It otherwise 
functions normally. It may be repaired if it 
docs not attack or move during a player's turn: 
and is in a sca zone adjacent to a friendly in- 
dustrial complex. The owning player must 
spend 1200 in production certificates in order 
to repair the battleship. A player may initially 
build a damaged battleship and then complete 
it on a future turn. A damaged battleship . 
should be marked with a flag. 
***Joc Angiolillo, the developer of the game 
for NOVA, told me that he did not include 
"light fleet” counters in the game as they were 
not in the original counter mix and he just did 
not get around to them. I think a "damaged" 
battleship could alternatively be considered 
as a light fleet. This rule has two important 
benefits. First, each fleet has a little more 
staying power to even out those lucky rolls. 
Second, there is a real need for a German light 
flect in the Baltic to give the Allies a tougher 
time in knocking out the German transport. 
This forces some tough choices. 
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‘Transports: Transports may be considered 


as included among attacking units, but obvi- . 


ously have no attack strength. 
**If a defending force can hide behind trans- 
ports, why can’t an attacking force? 

Fighters are allowed First Shot attacks 
against enemy bombers conducting strategic 
bombing. Those enemy bombers may be “es 
corted" by friendly fighters which may be 
chosen as a loss instead of bombers. 

Stacking Limits on Gibraltar and Wake: 
Only these locations may not contain more 
than one infantry or armor unit. As many 
units.as desired may be placed on any other 
space on the mapboard. 

Turkish Straits: For movement purposes 


Turkey and Eastern Europe are adjacent and’ l 


a unit may cross but only if both provinces are 
friendly at the beginning of the movement 
phase. A land unit must never stop movement 
after crossing this border (i.e., the Turkish 
Straits). 

Declaration of War: 

(a) Russia and Japan start the game at peace. 
The first player, Russia or Japan, to attack the 
other must pay three production certificates to 
the gamebox. At this point the two players are 
considered,as "at war" and the second player 
need not pay to attack the first. ; 

(b) A player may move his. units into his 
"pro" province but must pay one production 
certificate for each friendly player turn for 
each "pro" in which he has at least one unit. 
He may. of course, pay only the one-time 
three certificate cost. 

**This in effect allows a “transit rule" situa- 
tion. Germans could thus move by land 
through Spain to attack Gibraltar. 

Neutral Armies: Each “pro” province and 
Turkey are considered to have one defending 
infantry unit. An invader must succeed in 
eliminating this “unit” before he can enter 
that province. He must also pay the three cer- 
tificate cost to invade but need not repeat this 
cost if his invasion fails. Friendly units de- 
fending in a "pro" province just being in- 
vaded by the enemy for the first time will de- 
fend normally and will include the "pro's" 
unit. 


**]t is the height of historical absurdity in the 
original game that thse countries could be 
bought ‘off. The addition of such “units” 
means such activity cannot be pursued too 
cheaply; it has to be an honest invasion. 

India: Whichever player owns India at the 
start of his player turn receives one infantry 
unit, free and automatically, in India. It is 
placed during the placement. of new units 
phase. If he has no infantry counters available 
then he does not receive the build. 
**This country provided 2 million armed 
men during the war and had light industry of 
its own. Indian politics were such that neither 
side could have raised this kind of army. 

NOTE: The following apply to the Op- 
tional Rules in the original version. 

Launch on Warning: If you and your op- 
. ponent both have the atomic bomb and you 
have a delivery system (bomber or missile) in 
the same space as the bomb, when your oppo- 
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nent attacks that space with his atomic bomb, 
you may move your atomic bomb during that 
player's combat phase to attack any space de- 
sired within range. Both atomic combats are 
resolved simultaneously. 

The Panzerkorps: Once the unit is desig- 
nated, it remains as such until eliminated, 
however, the designation may be made atany 
time. 

Russian Factories: The Soviet player may 


make only two factory moves for the entire — 


game; that's all. 

Marines: Once'a unit is designated as 
Marine, it remains as such until eliminated. 
Marines may be designated only during 
placement of new units. The USA is limited 
to only 6 Marine units at any one time. The 


. Japanese player may have nho one Marine 


unit. 


Fortressin: Gibraltar is considered as a 
fortress. Marine and armor units attacking the 
fortress are reduced in attack capability to one 
(1) only. On a fortress, a defending Anti-air- 
craft unit may defend as a normal infantry 
unit in addition to its First Shot capability 
against enemy aircraft. 


Play Balance and Strategy 

Some seem to have in mind that the Axis 
have a tougher time of things in this game. I 
agree that there are a few key rolls early in the 
game that could set the pace for the whole 
game. If the Axis blow ‘it, they could be in a 
world of hurt and never really recover. The 
odds, however, are in their favor, or at least 
they are on the first turn. They must push of- 
fensively every turn before the Allies can 
"tighten the noose around Germany." I found 


' that the gamë seems to revolve around the 


battle between Germany and Russia. The 
German has a slight edge with better mobili- 
zation and a concentration of force when 
compared to all three Allies but the Russian 
has an even greater concentration and, 
theoretically, a front of only one or two 
spaces. The game is patterned usually on 
whether the Russian can withstand a climac- 
tic battle (usually about turn #7) until the 
West can open a big enough second front. Let 
me give an example of how one of these 
climactic battles went. 

There I was with my 12 Panzer, 5 infantry, 
and 6 fighters ready for the showdown with 
the Russian at Moscow. He had likewise con- 


centrated around this last bunker some 30 de- 
fending pieces. So the battle began. The first 
throw resulted in 5 hits out of 6; next I threw 
4 hits out of 6, then 3 hits from 5 fighters 
(AckAck over Moscow took out a fighter by 
the First Shot rule), and then zero for 5 from 
the infantry. From here on my throwing went 
just slightly above average but the first round 
and subsequent decent throwing just was not 
enough. I kept attacking until I was down to 
a lone fighter but he stil had four fighters and 
four tanks. I lost the battle, and rightly so, but 
it was fought to the end because it set up the 
Japanese playerto take Moscow. One the pre- 
vious turn he had crossed the Hindu Kush 
with 6 infantry and 5 tanks to which he added 


1 bomber and 5 fighters. in the attack. Mos- 
cow fell, so it can be done. No matter that 
Germany had just hled to death and Japan got 
the goodies, the Axis were now well on their 
way to winning the game. 

To avoid defeat Russia has only two long 
term chances. Either the Axis will become 
too involved with the periphery and thus 
never be able to bring enough to bear in the 
final battle or the West will open a convincing 
second front in the nick of time (they can't 
any sooner). 


When opening that second front the Allies 
must succeed in securing an area long enough 
to establish a base. A "base" in this sense (for 


'the game) is a factory. Construction of these 


should not be limited by further variant rules 
except maybe limiting total production at the 
specific factory which is on an enemy color. 
While factories represent primary production 
they also represent a pipeline of production. 
If would be a better rule to allow U-boats 
some sort of shot during the production place- 
ment phase against factory production shifted 
from, say, US factories to a factory in West- 
ern Europe. As game mechanics stand, even 
after our variants, it is good strategy for 
player to have 4 factory at the second space 
away from the enemy factory. Those offen- 
sive creating the climactic battle can get 
pretty wild but they cannot win until that 
pipeline of production is established. 


| participated in one interesting. game 
where Japan sailed a flect through the Indian 
Ocean to the Med, then to the Atlantic, and 
then off the US east coast to support an irivas- 
ion of the US west coast. It won but only be- 


- cause of the capture of a US factory. This il- 


lustrates the same strategic problem: produc- 
tion has to match production to meet attrition. 
You have to gear-up for an offensive and the 
rules concerning factories as they have been ` 
written will facilitate a speedier conclusion. 
To impose limits on factories could seriously 
slow the pace of the game, and perhaps con- 
demn Russia to Axis conquest. 

I do like this game but mainly because it is 
good for laughs. Yes, we even had a couple 
6-packs. The game seems to derive some of 
its success from being easy to understand 
even after those 6-packs. [t can change 
dramatically but it is fun. It falls down when 
you try to comprehend rules according to 
reasonable history. There is no reasonable 
history here, just that twilight zone known as 
the "reality suspension phase." Perhaps this 
and other variants will restore some reasona- 
bleness. 1 do wish, however, that the game 
could have been steered away from being so 
gee-whiz cute. 


MY TWO CENTS FOR 
AXIS & ALLIES 


By Alan Emrich 


I. WEAPONS’ 
TECHNOLOGY 


Weapons Technology die rolls 
are now purchased before buying 
units during Step One of a player's 
turn. The new procedure is that the 
player rolls a single die. A roll of “6” 
means a successful discovery. Roll 
to find out what was discovered. A 
roll of one through five, however, 
costs a number of I.P.C.'s equal to 
the die rol! for failure (i.e., a roll of 
“2” costs two I.P.C.'s for failure). Ifa 
player fails he may roll again and 
again until he has fewer than five 
I.P.C.’s remaining or makes a 
discovery. In either case he must 


stop making Weapons nee 


die rolls for that turn. 


If a discovery is made, roll two 
dice on the new Weapons Discovery 
Table. 


Il. PARATROOPERS 


If an infantry and bomber unit 
begin the Combat Movement step 


STRATEGIC BOMBING RAID 
This is a special air attack that 
bombers alone can make! 


WESTERN 
EUROPE 


© 


together in the same area, the 
infantry unit is eligible to be 
“dropped” in an airborne attack. 


The infantry unit and bomber 
need not move together, nor attack 
the same area, nor any other 
restrictions, just begin the Combat 
Movement step together. One 
infantry unit may be “dropped” per 
bomber, and must undergo anti- 
aircraft fire like any other air unit. 


The range for the infantry unit 
“airdrop” is two areas. It must land 
in an enemy occupied area and 
cannot retreat (it is eliminated 
instead if the attacker opts to 
retreat). It fights on the first combat 
round with an attack strength of 
“3.” On each subsequent round it is 
treated like a normal infantry unit. 


IH. NEUTRALS 


If you really want to add more 
on-map challenge to your game, add 
the defense forces and economic 
values to neutrals as indicated on 
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the Neutral Order of Battle Chart. 
While the cost to declare war on a 
neutra! is the same (3 I.P.C.’s), after 
it is declared, their defense forces 
are set up. 


Neutrals declared war on by the 
Axis, are controlled by Britain (or 
Russia or the U.S., if Britain so 
designates), and pieces are placed 
there of the appropriate controlling 
player’s nationality. Similarly, 
neutrals declared war on by the 
Allies are controlled by Germany 
(or Japan, if Germany so declares). 


Once war is declared on a 
neutral, its territory and units are 
one and the same as that of its 
controlling player (add its economic 
value to the controlling player’s 
total and award certificates 
immediately to the controlling 
player). 


IMPORTANT: Neutrals that 
are not conquered by the invading 
side which declared war upon them 
retain an Industrial Complex with a 
value of one. That is to say, until 
conquered, one unit per turn of the 
controlling power may be built 
there. This is lost if the neutral is 
ever conquered by the invading side. 


IV. NATIONAL 
CHARACTERISTICS 


Each Power in the game now 
has a unique National Charac- 
teristic as follows: 


Germany: Begins the game 
with a single Tank piece which is 
designated as the “SS Panzerkorps” 
(place a German control marker 
under the Tank to so designate it). 
This elite unit attacks with a value 
of 4 and defends with a value of 5. 
New SS Panzerkorps may be built 
by the German Player at a cost of 
ten (10) I.P.C.'s each. 


Japan: May make Banzai 
infantry attacks during any round 
of any Japanese attack. Japanese 
infantry units making a Banzai 
attack have an attack value of 4, but 
are automatically taken as casual- 
ties at the conclusion of the round 
(they do count against losses 
inflicted by the enemy that round, 
though). 
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Britain: Enjoys Commonwealth 
production. Each initially controlled 
British area with a value of more 
than one may receive one less than 
its value per turn in newly built 
British units. For example, one unit 
per turn may be built in Australia, 
two per turn in India, etc. 


Russia: May begin a single 
attack per Russian player turn with 
an “Artillery Barrage.” Before the 
first round is fought, the Russian 
Player rolls one dice for every 
complete pair of Russian units 
attacking the designated area, and 


for every '1' rolled, an enemy unit is 
eliminated before the battle even 
begins! 


United States: Is the arsenal of 
Democracy. Non-infantry losses 
suffered during the Axis player 
turns may be rebuilt during the 
next American Build phase for 1/2 
cost (rounded up). For example, a 


Japanese attack sinks an American . 


transport with a tank on it; the 
transport could be re-built on the 
next American Build phase for a 
cost of 4, and the tank for a cost of 3. 
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VI. VARIANT CARDS 


Enclosed with this issue are two 
sheets of cut out variant cards; one 
for the Axis and one for the Allies. 
Each side should draw and play one 


, before beginning the game. Of 


course, if you really want to go wild, 
you can draw more than one. 


Additionally, some blanks are 
provided so you can create your own 
variant cards. 


AMPLIFYING 
AXIS & ALLIES 


by Roger Vivrette 


Rules Clarifications 


The following are rules that 
seem to provide the most confusion 
to many players. Hopefully, the 
following brief explanation will 
clarify them. 


TRANSPORTS 

Transports may. not load units 
at the end of their second move. 
They may pick up one infantry unit 
from each of two different 
territories during the course of 
their move and may still land them 
at a destination provided the 
transports do not exceed their two 
move limit. A transport may make 
only one amphibious landing per 
turn, but may make two pickups. 


The landing of units into an 
enemy occupied or controlled 
territory by a transport is con- 
sidered a combat situation. 
Therefore, when a transport lands 
units in such a situation, it may not 
take part in any other combat 
situation in that turn. If, on the 
other hand, the transport lands 
units into a friendly occupied or 
controlled territory, it may take 
part in other combat as this is not 
considered a combat situation. 


Example: Germany lands two 
infantry into Syria/lraq. Though 


unoccupied, it is Allied controlled. 
The owning player may not now use 
the transport as a cheap loss in a 
naval battle in southern Europe. 


NEUTRAL TERRITORIES 

Neutral territories cease to be 
neutral only when they have been 
occupied by land units. A plane 
flying over a neutral territory does 
not cause the territory to lose its 
neutral status. An aircraft that 
violates neutral airspace must pay 
the 3 IPC penalty every time it 
over-flies the neutral territory. 


All land units must immedi- 
ately stop upon entering à neutral 
territory. 


CONTROLLED TERRITORIES 

A territory is not considered 
controlled until after the Place New 
Units phase. Therefore the follow- 
ing apply: . 


1. Aircraft may not land in just 
captured territories. 


2. Ships may not pass through 
the restricted sea passages if 
either of the adjacent, restric- 
ting, land areas were newly 
captured. 


3. Newly created units may not 
be placed in just captured Pro- 
duction Centers. 


4. Newly created naval units 
may not be placed in sea areas 
adjacent to just captured Pro- 
duction Centers. 


LOANS 
The transfer of funds from one 
player to another is not allowed. 


SPECIAL WEAPONS 
(Rockets) 

If a player obtains rockets with 
Weapon Development, he must 
specify which of his anti-aircraft 
guns is the rocket launcher. This 
weapon then remains the rocket 
launcher for the remainder of the 
game. 


RULES ADDITIONS 
AND VARIANTS 


NEW UNITS 


During the Place New Units 
phase, naval units may not be 
placed in sea zones which are 
occupied by enemy naval forces. 
Further, they may not be construc- 
ted at the beginning of the turn if 
there is no friendly sea zone in 
which to place them. This avoids 
having newly constructed units 
immediately placed in a combat 
situation. It can be reasonably ` 
justified by the fact that enemy 
warships in such a position would 
not allow shipyards to operate. 


COMMANDOES 
A Commando unit has an attack 
strength of two, defense strength 
of one, movement point of one, and 
costs 3 IPC's. It completely ignores 
the restrictions of neutral territor- 
ies, and may pass through them at 
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will without any loss of movement 
or cost to the owning country. They 
do not capture territory. It is easiest 
to imagine that they are not in a 
given territory except for combat 
purposes. In their own territories 
they are controlling factors and 
must be eliminated in.order for the 
attacking player to transfer control 
of the territory to his side. Aside 
from the traits listed above, 
Commandoes will behave in all 
respects as regular infantry. 


A maximum of one Commando 
unit may be produced each turn, 
with no side having more than 
three on the board at any one time. 


TRANSPORT PLANES 

A Transport Plane unit has an 
attack strength of zero, a defense 
strength of zero, a movement of six, 
and cost five IPC’s.They are only 
allowed to carry one infantry unit 
at a time, and may not make more 
than one pickup and delivery in a 
turn. It may, however, pickup its 
cargo anywhere along its route and 
drop it off. It must takeoff and land 
in a friendly territory, and the 
passengers must disembark when it 
lands. The disembarking infantry. 
unit may not move on the turn it is 
landed. During Weapon Develop- 
ment a transport may be designated 
Long Range Aircraft, and will bene- 
fit from this bonus. 


FIGHTER FLYING OFF 
AIRCRAFT CARRIER, ATTACKING 
AND RETURNING TO SHIP 


Transports come from designa- 
ted bomber pieces. 


NAVAL. MINEFIELDS 
A Naval Minefield has a cost of 
eight IPC's. It may be placed in sea 
zones which meet the following 
criteria: 


l. Prior to placement the area 
may not contain enemy ships. 


2. The area must contain ships 
that are friendly. ; 


Once placed, the minefield is 
able to effect enemy shipping. 
Friendly shipping is unaffected by 
the minefield and may pass through 
it without the need to roll a die. 


Enemy shipping are requiréd to roll : 


a die when they enter the minefield 
area. Upon entering, the owner of 
the minefield rolls one die. A result 
of two or less causes the loss of one 
Ship, (owning player's choice). Af- 
ter any loss is incurred the die is 
rolled again and if the result is 
three or less, the minefield is 
destroyed. If the minefield has 
caused no losses, it remains in 
place. Only one ship is effected by 
the minefield, and no matter how 
many ship enter the area at one 
time, there is only the possibility of 
one being struck. It may be re- 
placed, or a new one may be set up 
by any other player. There may 
only be one minefield in a sea area 
at a time. 
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A minefield may be represented 
by the use of a nationality control 
marker. 


If there exists a problem with 
justifying the fact that a minefield 
could control such a large area, 
think of it as controlling certain 
well-traveled sections such as nor- 
mal sea lanes, choke points, shallow 
sections. Or it could represent 
supplemental shipping such as PT 
boats, and/or destroyers. 


CRUISERS 
. A Cruiser has the attack 
strength of three, defense strength 
of three, and moves two. It costs 
sixteen IPC's. Designate a trans- 
port to represent a cruiser. 


NEW WEAPON 
DEVELOPMENTS 


JET POWER 
Each of the owning players' 
fighters defends at five instead of 
four. 


ROCKETS 
The owning player selects one, 
and only one, of his anti-aircraft 
guns to represent a rocket laun- 
cher. He gets one free rocket attack 
per turn, taken at an opponent's 
industrial complex within three 


hexes of the launcher. The unit 
always hits, and upon hitting roll 
one die, with the resulting number 
the number of IPC's your opponent 
must surrender to the bank. This 
special rocket launcher doubles as 
an antiaircraft gun also, and may 
be moved in the same manner as a 
regular antiaircraft gun. If this 
weapon is ever captured, it loses its 
Special characteristics, and 
functions only as an antiaircraft 
gun. If recaptured, it remains 
simply an antiaircraft gun unless 
special powers are once more 
purchased for this particular piece. 


If you have development #7 (see 
following) you may place two anti- 
aircraft units in a territory, and 
they may both function as rocket 
units. Without development #7 you 
may only have one active unit in a 
territory at a time. 
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SUPER SUBMARINES 

Each of the owning players’ 
submarines attacks at three instead 
of two. 


LONG-RANGE AIRCRAFT 

The movement capability of all 
your aireraft is increased. Each of 
your fighters may move six spaces 
rather than four, and your bombers 
may move eight spaces rather than 
six. 


INDUSTRIAL TECHNOLOGY 
The basic cost of buying any 
unit is reduced by one IPC each. 
This does not effect the cost of 
buying weapon development dice. 


HEAVY BOMBERS - 

In a regular combat situation 
with combat units as targets, roll 
three dice for each attacking 
bomber instead of one. In a 
Strategic Bombing Raid, each 
bomber rolls three dice instead of 
one to determine the amount of 
money that the enemy player must 
forfeit to the bank. If this seems a 
bit too much, decrease the number 
of rolls to two for each bomber. 


IMPROVED ANTIAIRCRAFT 
DEFENSES 
You may now place a maximum 
of two antiaircraft units per terri- 
tory. They both may fire at aircraft 
over their territory. 


GROUND CONTROLLED 

INTERCEPTION (G.C.I.) 

Once per complete turn 
(Russian thru American) you may 
move one fighter unit two spaces in 
response to an enemy attack that 
contains at least one opposing 
aircraft unit. It does not have to be 
on your turn when you do this. This 
attack includes air, land, and naval 
battles as well as Strategic 
Bombing Raids. The fighter may 
participate in only one round of 
combat and then must retreat to the 
territory from which it came. It only 
has the one shot, and may not 
remain in combat. 


LARGE CARRIERS 
All carriers may hold up to 
three fighters. — 


Axis. Allies 


CARRIER BASED BOMBERS 

Bombers may be placed on 
carriers. A maximum of one bomber 
may exist on a carrier at any one 
time. Fighters may not co-exist 
with bombers on a carrier. 


DEVINE INTERVENTION 

The gods of war are smiling up- 
on you, and once during a complete 
turn (Russian thru American) you 
may change any ONE die roll to 
read any number you desire. This 
can be one of your own, your allies’, 
or your opponents’. It doesn’t have 
to be on your turn, however, it must 


: be designated immediately after 


the die you wish to change is rolled. 


LOSS OF VITAL MATERIALS 

This weapon development al- 
lows the purchaser to declare to a 
particular enemy that one of his 
unit types will cost one IPC more on 
the upcoming turn. If he chooses to 
build one of these types he will have 


to pay the additional penalty. Even- 


though this effect is good for only 
one turn at a time, it is conceivable 
that this could be used over and 
over again against the same player, 
and against the same type of unit. 
This weapon could be used to offset 
Industrial Technology. 


TACTICAL 
NUCLEAR WEAPONS 

Once per turn you may opt to 
destroy either two enemy infantry 
units or one enemy armor unit. In 
order to do so you must have 
friendly land units adjacent to the 
unit(s) you wish to destroy. If you 
choose to destroy two infantry units 
they must both be in the same 
territory. If you choose to destroy 
only one infantry unit, you may not 
save the other for a later time. A 
conventional attack is not neces- 
sary in order to destroy the units by 
nuclear attack. 


STRATEGIC 
NUCLEAR WEAPONS 

When conducting Strategic 
Bombing Raids against an enemy, 
there is a minimum die total that 
you can achieve. This minimum is 
equal to five times the number of 
bombers in the raid. This result 
may not be mixed with the heavy 
bombers result. 
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Example: The German player 
sends four bombers on an attack 
against Great Britain. One bomber 
is lost to AA fire leaving three 
bombers. The German players rolls 
his three dice and gets a total of 
thirteen. However, since Germany 
has nukes, his minimum result is 
fifteen (5 times 3 bombers) Great 
Britain loses 15 IPC’s. 


Example: The British player 
sends two bombers to attack Ger- 
many. He has Heavy Bombers 
Development. Both bombers 
survive the German AA fire. Now, 
the British player has the option of 
using the nukes and rolling two 
dice with a minimum result of ten 
(5 times 2 bombers), or using his 
Heavy Bombers technology and 
rolling six dice (3 dice per bomber). 
In this case it would be much wiser 
‘to use the Heavy Bombers tech. You 
may discover that nuclear power is 
not that useful if you already have 
heavy bombers. 


IMPROVED NAVAL 

SCREENING TACTICS 
' . The defense value of all your 
transports is increased to two. This 
simulates improved methods of 
screening transports by light 
cruisers, destroyers, PT boats, and 
land based air cover. 


SUPER BATTLESHIPS 

The attack and defense values 
of your battleships is increased by 
one. 


IMPROVED ESCORT 
FOR BOMBERS 
Due to improved techniques in 
escorting bombers, and the emer- 
gence of veteran bomber crews, the 
defense value for all your bombers 
is increased to two. 


RADAR JAMMING 
TECHNOLOGY 
Due to new methods of Elec- 
tronic Counter Measures, your air- 
craft may pass over the enemy AA 
units without being fired upon. This 
also applies if one is engaging units 
on the ground in the same area as a 


, rather than just passing 
0^ 
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AWAKENING THE MASSES 
Due to the intense propaganda 
campaigns on which you have em- 
barked, the civilian population in 
the areas you control have risen to 
your banner. In the Place New 
Units segment of your turn you may 
place one additional (free) infantry 
unit. This unit does not have to be 
placed in an occupied area, and it 
does not have to be placed in an 
area with an industrial complex. 


EXPANDED 
TURN SEQUENCE 


A. Purchase units 
B. Develop weapons 
C. Combat movement ` 
1. Defender fires AA guns 
a. AA casualties removed. 
b. Surviving bombers fire. 
c. Defender loses IPC's. 
d. Land attacking bombers. 


2. NAVAL COMBAT 
a. Attacking subs fire. 
b. Submarine inflicted casu- 


alties are removed. 

c. Attacker fires remaining 
units. 

d. Defender fires units. 

e. All casualties removed. 
f. Any subs may withdraw. 
g. Attacker may withdraw. 


3. LAND COMBAT 
a. Attacker fires battleships 
supporting an amphibious 
assault. 
b. Battleship inflicted casu- 
alties are removed. 
c. Attacker removes suppor- 
ting battleships. 
d. Defender fires antiair- 
craft at planes. 
e. Antiaircraft casualties re- 
moved. 
f. Defender removes anti- 
aircraft guns. 
g. Attacker fires remaining 
units. 
h. Defender fires units. 
i. All casualties are re- 
moved. 
j. Attacker may withdraw. 


4. Place surviving units on the 
game game board. 


CAPTURED ENEMY 
SCIENTISTS 


You have captured or liberated 
some of the enemy's scientists. You 
gain two weapon developments 


If you get this weapon result, or 
one that you already have, roll 
again. 
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5. Land attacking aircraft. 


. Non-combat movement 
Place new units 
Determine territory owner- 
ship 
. Alliances appoint Comman- 
ders-in-Chief* 
. Collect income 

Check victory conditions 
This option has been PODES from the 
updated rules. 


I @ Bc 
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SPECIAL FORCES 
by Ralph LaPietra 


- AIRBORNE OPERATIONS 

For an extra dollar per unit, 
players may purchase airborne 
units, These forces (armor or infan- 
try) fight as normal units, but have 
the advantage of being able to be 
transported by Daxibeus (troop- 
ships). 


Each plane may carry either 
two infantry or one armored unit. 
The plane carries the combatants to 
the designated area and drops them 
off. A roll on each unit of two or 
twelve results in that unit being 
eliminated. After the drop the 
bomber may either return to base or 
remain in the area as cannon 
fodder. Since it is in this case a 
troopship, it has no attack, or 
defense value. If airborne troops 
attack alone they may only be 
dropped in enemy controlled, not 
enemy occupied territories. If they 
take part in a combined attack, 
they may be dropped into the occu-- 
pied territory. 


SS UNITS 

For an extra dollar per unit the 
German player may purchase SS 
units. An SS infantry unit both 
attacks and defends on a rc!l of two 
or less. An SS armor unit both 
attacks and defends on a roll of 
three or less. No more than a fourth 
of the German units of each type 
can be SS. 


KAMIKAZE FIGHTERS 

The Japanese player may 
designate any fighter as a Kami- 
kaze fighter (at no cost) during the 
purchase units phase. This desig- 
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nation may be changed during the 
collect income phase. A Kamikaze 
may only attack surface ships. The 
Japanese chooses his target and 
attacks it before normal combat. 


The Japanese player rolls to hit his 
target on a four or less. The Kami- 
kaze unit is automatically des- 
troyed whether the attack is a 
success or not. Any unit destroyed 
in this manner is removed from 
play immediately and cannot take 
part in any subsequent action. 
There is no limit to the number of 
Japanese planes that may be desig- 
nated as Kamikazes. Ur 


UNITED STATES MARINES 

Only the US player may buy 
marines. They cost a half dollar 
extra each and must, therefore, be 
bought in pairs. They function as 
normal infantry with the exception 
that when attempting an 
amphibious landing they launch a 
successful attack by rolling a two or 
less. No more than one fourth of the 
US infantry units may be marines. 
The Marine bonus is lost if their 
landing is combined with other in- 
fantry, or armor units. 


MOTORIZED INFANTRY 

. Any player may motorize their 
infantry. This costs one dollar.extra 
per unit, and can be done when the 
unit is originally formed, or when it 
begins its turn in a territory that 
contains an industrial center. These 
units function like normal infantry 
except that they have a movement 
allowance of two and can blitz in 
the same manner as armored units. 


HALF-BATTLESHIPS 
AND CARRIERS 
and | 
REVOLTING 
DEVELOPMENTS 
by Michael S. Lyons, Jr. 


HALF-BATTLESHIPS 
AND CARRIERS 
Half-battleships and carriers 
are the same as battleships and 
carriers except for the fact that they 
sink as soon as they enter the 


water. (Only kidding. I just couldn't 
resist it). Actually they represent 
half the number of ships. Half- 
battleships cost twelve IPCs, and 
half-carriers cost nine IPCs. 


Half-battleships attack and 
defend at a die roll of two or less. 
They still have the option of the one 
Shot amphibious assault support 
roll. Half-carriers attack and 
defend at a die roll of one or less, 
and carry one fighter plane. 


Battleships or carriers may 
breakdown into two halves. This is 
accomplished in the second or 
fourth part of the Action Segment, 
before movement. Conversely, half- 
units may combine to form whole 
units before or after movement. 
Units can not breakdown at any 
time during the combat part of an 
Action Segment. Half-units may 
combine into as many whole units 
as possible if involved in combat. 


At the start of the game, the US 
has a half-battleship in the Eastern 
US. Germany has a half-battleship 
in Germany. Japan has a half- 
carrier in Japan. The United 
Kingdom has a half-carrier in the 
UK. All the half-carriers have 
fighters. 


REVOLTING TERRITORIES 
Certain territories may revolt if 


. not garrisoned. Control of the revol- 


ting territory may then pass to a 
country of the opposition. 


If at the end of the Action Seg- 
ment, any of the following 
territories has no land, or.air units 
of the controlling side present in the 


territory, control may pass to the - 


listed country. On a roll of three or 
less, the territory revolts. The new 


. controlling country places its con- 


trol marker in the territory and 
gains its inherent IPCs during the 
next Action Segment following the 
revolt. 


The capitol territory of any 
country will automatically revolt if 


the conquering side has no land or . 


air forces occupying the country. 
The revolting country will begin 
earning IPCs in its first Action 
Segment following the revolt. In 
the case of the United States, the 
Axis must capture both the eastern 
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and western parts as either one can 
act as an independent capitol. 


TERRITORIES THAT MAY. 
REVOLT 


India becomes Japanese 
Syria / Iraq becomes German 
Phillippines becomes American 
France becomes British 
Eastern Europe becomes USSR 
Ukraine becomes USSR 


NEW GIMMICKS 
FOR AXIS & ALLIES 
by Alan Emrich 


WEAPONS TECHNOLOGY 

Dice are now rolled before any 
weapons are purchased. À die roll of 
six is a successful discovery. Fail- 
ures costing one ipc plus the num- 
ber (1-5) rolled on the die for the 
failed attempt. Note that a player 
may throw his IPC money away at 
the rate of one die roll at a time to 
commence his Purchase Units 
Phase until he decides to quite 
rolling for that turn. 


If a new technology is discover- 
ed, roll a first and second die on the 


E new, expanded table which follows. 


If the discovery is a duplication of 
something that you already possess, 
roll again until you discover a new 
technology. 


l First Die Roll = 1,2, or3 


Second Die Roll = 

1. Long range aircraft (as in 
current version) 

2. Rockets ( as in current ver- 
sion) 

3. Improved tank design 
(All of your tanks now have 
a de-fense die roll of three). 

4. Convoy escorts (All naval 
transports now have combat 

- die rolls of one for the attack 
and two for the defense. 

5. Supreme Diplomate 
(During each of your Move- 
ment Segments you may 
designate one neutral area, 
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and, on a die roll of one, 
place your control marker on 
it, if you wish. In this way it 


AxiseAllies 


player rolis the same tech- 
nology. The results are cum- 
ulative.) 
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group of infantry per turn, 
under your command, may 
move up to two areas. 


allies itself to you. 

6. Fleet Train (One group of 
ships per turn, under your : 
command, beginning in the 
same area, mav move up to 
three spaces even if they go to 
different areas.) 


5. Truck Transport (One 6. Jets (as in current version) 


Neutral Country Order of Battle Table 
D 


First Die Roll = 4, 5, or 6 


Second Die Roll — 

1. Heavy Bombers (as in cur- 
rent version) 

2. Super Submarines (as in 
current version) 

3. Radar (Your AA guns hit 
on a die roll of one or two.) 

4. Industrial Efficiency 
(Lower all of your produc- 
tion costs by 2095, rounding. 
fractions off to the nearest 
whole number. [ie. Fighters- 
10 IPCs, Subs-6 IPCs, etc.] 
Note: this technology may be 
repeated if so desired if the 


o | Weapons Discovery Table 
First die roll = 1,2 or 3 


Second die roll = 

Long Range Aircraft. Same as current version. 

Rockets. Same as current version. 

Improved tank Design. Each of your tanks now has a defense value of ‘3’. 

Convoy Escorts. Your transports now have an attack value of ‘1’ and defense value of ‘2’. 

Supreme Diplomate. At the start of each of your Combat Movement Steps, you may designate any one 

neutral country, and on a die roll of 1-3, it joins your side (place a Control Marker on it, and add its value 

and forces if those variants are also being used). 

6 Fleet Train. One group of your ships per turn beginning together in the same sea zone, may move up to 
three spaces (even if they "split up" by moving into different sea zones). 


First die roll = 4,50r6 
Second die roll = 
| Heavy Bombers. Same as current version. 
2 Super Submarines. Same as current version. 
3 Radar. Your anti-aircraft guns hit on a roll of ‘1’ or ‘2’ now. Additionally, your fighters defend with a 
4 
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value of ‘5’. 

Industrial Efficiency. Lower all your production costs by 20%, rounding fraction off to the nearest whole 
number (i.e., a fighter would cost 10 I.P.C.’s, subs would cost 6, etc.). Note that this technology may be 
repeated if so desired by a player re-rolling it (the effects would be cumulative from each new, reduced 
price). l ' 

5 Truck Transports. One group of your infantry per turn may move two areas during the Non-Combat 
Movement Step. The infantry units must begin together in the same area, and move to the same area 
(although some may be "dropped off” in the first of the two areas moved into). 

6 Jets. Same as current version. 
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RULES CHANGES 
AND ADDITIONS 


The following rules modifica- 
tions and additions are intended to 
add more balance and fun to your 
Axis and Allies game. 


PRODUCTION LIMITS 

An area with a factory cannot 
produce more units whose total pro- 
duction value is greater than four 
times that of the area itself. (An 
area with no production value is 
considered to have a production 
value of one). Thus, an American 
factory in China (area value of two) 
could receive either two infantry 


pieces, or one armor and one. 


infantry piece, or one AA gun, and 
one infantry piece assuming they 
. eost the Americans full value. 


SCORCHED EARTH 
Factories and antiaircraft guns 
may be voluntarily destroyed dur- 
ing the owner's "Purchase Units" 
step of hie player turn. 


PARATROOPERS 

Bombers may carry (with a four 
hex range, subject to AA fire during 
the combat movement segment only) 
one infantry unit, and drop them by 
airborne assault into an area. Such 
dropped units have a first combat 
round only value of two, and are 
treated as regular infantry there- 
after. 


A SEASON FOR 
WAR 


(Late Summer 1939) 
by Perrin Tong 


This scenario depicts the start of 
World War II using the Axis and 
Allies boardgame and the basic 
rules. Some changes have been 
made to the order of play and some 
special conditions between coun- 
tries have been imposed to simu- 
late this time period. 


INITIAL SET. UP 


AXIS COUNTRIES 


GERMANY 
Germany: 6Infantry, 6 Armor, 
2 Fighters, 1 Bomber, 2 Subma- 
rines, 1 Antiaircraft gun, 1 Fac- 
tory. 
So. Europe: 5 Infantry, 5 Armor, 
1 Fighter, 1 Battleship, 2 Sub- 
marines, 1 Antiaircraft, 1 Fac- 
tory, 1 Transport. 
So. Atlantic Ocean (in sea zone 
with the #4423x): 1 Battleship, 
2 Transports, 1 Armor, 2 Infan- 
try, 1 Submarine. 
Finland/Norway: 3 Infantry, 1 
Armor. 


JAPAN 
Japan: 2 Infantry, 1 Armor, 1 
Fighter, 1 Bomber, 1 Transport, 
1 Aircraft carrier with 1 fighter, 
1 Battleship, 1 Submarine, 1 
Antiaircraft gun, 1 Factory. 
Manchuria: 5 Infantry, 1 Figh- 
ter. . 
Okinawa: 1 Infantry, 1 Fighter. 


ALLIED COUNTRIES 


UNITED KINGDOM 
England: 3 Infantry, 3 Armor, 
1 Fighter, 1 Bomber, 1 Battle- 
Ship, 1 Transport, 1 Antiaircraft 
1 Factory, 
Gibralter: 1 Battleship. 
India: 1 Infantry, 1 Armor. 
No. Atlantic Ocean (in a sea 
zone with the word ‘North’): 1 
Battleship, 1 Aircraft carrier w/ 
1 fighter, 1 Submarine. 
Libya, Algeria, East Indies, 
Borneo Cerebes, New Guinea, 


and the Solomon Islands con- . 


tain United Kingdom Control 
Markers. 


FRANCE 
(Use UK pieces, controlled by the 
UK player). 
Western Europe: 3 Infantry, 3 
Armor, 1 Antiaircraft gun. 
French Indo-China: 2 Infantry, 
] Fighter, 1 Transport. 


RUSSIA 
Russia: 1 Infantry, 1 Armor, 1 
Fighter, 1 Antiaircraft gun, 1 
Factory. 


Karelia: 2 Infantry, 1 Armor. 
Caucasus: 2 Infantry, 1 Armor. 
Ukraine: 3 Infantry, 2 Armor. 


` POLAND 


(Use Russian pieces controlled 
by the Russian player). 
E. Europe: 5 Infantry, 4 Armor. 


CHINA 
(Use US pieces controlled by the 
US player). 
China: 2 Infantry, 1 Fighter. 
Sinkiang: 2 Infantry. 
Kwangtung: 1 Infantry, 1 Ar- 
mor. 


UNITED STATES 


E. USA: 1 Infantry, 1 Armor, 1 
Fighter, 1 Bomber, 1 Transport, 
1 Antiaircraft gun, 1 Factory. 
W. USA: 1 Infantry, 1 Fighter, 1 
Transport, 1 Antiaircraft gun, 1 
Factory. 

Hawaii: 1 Aircraft carrier with 
1 Fighter, 1 Battleship, 1 Sub- 
marine, 1 Transport, 2 Infantry, 
1 Armor, 1 Bomber. 

Phillipines: 2 Infantry, 1 Figh- 
ter. 

Midway: 1 Infantry, 1 Fighter, 1 
Bomber. 

Wake Island: 1 Infantry. 
Caroline Islands: Contain a US 
Control Marker. 


AMERICAN, DUTCH, BRITISH, 
and AUSTRALIAN** 
(Use US pieces, controlled by the 
US). 
Borneo: 1 Battleship, 1 Subma- 
rine, 1 Transport w/2 Infantry. 
**See special rules for use of these forces 


32 


VICTORY 
CONDITIONS 


Basically, the German and Jap- 
anese players must fight to attain 
the colored areas of the board that 
belong to them at.the beginning of 
the original game set-up. These 
areas must be held for one complete 
turn by the Axis countries. There 
may. be, optionally, a twelve turn 
limit to the scenario. 


SPECIAL RULES 


The Russian / Japanese 
Non-Agression Pact - 
During the first few months of 
the war Japan and Russia were not 
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fighting each other. To reflect this, 
the Japanese and Russian player 
should not conduct combat against 
each other. However, if you feel 
that the opportunity is ripe and 
wish to pay the price for breaking a 
treaty, go right ahead, but it will 
cost the initiating player 20 IPC's; 
10 to the bank, and 10 to the player 
he attacks. Thereafter, the treaty is 
broken and combat is conducted 
normally and without further pen- 
alties. 


US Deterant Forces 
These forces are the ones that 
initially set up in Hawaii. They 
may not be used unless an attack by 
the Japanese is made on the 
continental United States, Alaska, 


Battleplan #3 


or Hawaii. Presently, the US is only 
at war with Germany. 


THE ABDA 
These forces are on call in the 
South Pacific. They may not be used 
until the Japanese enter the 
southern region of'the Pacific. East 
Indies, Solomon Islands, Borneo 
Celebes, and New Guinea. 


Lieutenant-General 
: George S. Patton 
United States Army 
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FIGHTIN’ 
MOVIN’ AND 
TOKYO ROSE 


by Perrin Tong 


FIGHTERS 

Rising to the Defense 

As we all know, whenever 
Germany and England conducted 
bombing raids on each other, they 
ran into enemy fighters. Also, bom- 
bers were escorted over the target 
whenever it was within range of the 
fighters. To reflect this, the follow- 
ing variants are offered: 


1. Any fighters "stationed" in 
the country under a Strategic 
Bombing attack may rise to the 
defense. This is done in the 
same manner as antiaircraft 
defense. Each fighter is allowed 
one die roll in an attempt to 
take out an enemy bomber 
before it attacks a factory. The 
fighter's normal combat factor 
shoots down a bomber. How- 
ever, a roll of six means that the 
gunners on the bomber have 
shot down the defending fighter. 


2. If fighters are used to escort 
the bombers, they reduce the 
effectiveness of the attacking 
fighters. For each escorting 
fighter, subtract one from the 
die roll of each attacking 
(actually defending) fighter. 

Example: The attacking group 
consists of two bombers and two 
fighters. The defending player 
has an AA gun and two fighters. 
The defending player attacks the 
escorts. However, he is still the 
defender. He rolls his AA 
normally, and ihen his fighters 
on defense (4) go after the escorts 
which though defending, are 
actually attacking with the 
bombers. The attacking fighters 
need a 4 to hit, but because of the 
presence of the two escorting 
fighters this is modified by 2, 
thus the two defenders which are 
attacking need a 2 each to hit. 
After their one-time attack they 
are used no more this turn. In 
short, the AA gun fires, the 
modified fighter attack, and 
then if instead of rolling 2’s or 


less they should roll 6’s, they are 
lost. The escorting fighters never 
fire a shot. (Note; an unmodi- 
fied six still shoots down at- 
tacking planes. 


3. The defending player has the 
option of shooting down fighters 
or bombers. i 


PARATROOPERS 
AND 
AIRLIFTS 


This rule allows bombers to be 
used as transport aircraft. The 
usage varies with regular bombers 


and heavy bombers. The cost and. 


range remains the same as in the 
original game. 


1. Regular bombers may carry 
one infantry unit. 


2. Heavy bombers may carry 
two infantry, or one armored 
unit. 


3. When airlifting units the 
entire range of the bomber may 
be used. However, when de- 
positing paratroopers the bom- 
ber must have enough move- 
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ment factors remaining to 
return to its base of origin. Par- 
atroopers have a first combat 
attack of ‘two’ rather than the 
normal ‘one’ for regular infan- 
try. 


COASTAL DEFENSES 


Any country bordering on water 
when attacked from the sea only 
has a one-time defense roll of “1”. 
The die roll effects only the trans- 
ported units only. 


KAMAKAZI FIGHTERS 


This is for the Japanese player 
only. This rule allows fighters to 
make suicide attacks upon the 
enemy based upon the number of 
units being attacked and a die roll. 
The attacking fighter is destroyed 
in all cases. The following chart 
reflects the fact that the more units 
being attacked, the more antiair- 
craft would be defending, thus 
making a successful attack more 
difficult, however, the more units, 
the more targets, thus making 
success easier. Use two 6-sided dice. 
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If you are successful with your 
roll you are allowed to move a 
number of your opponent’s units, 
equal to the number of dice rolled 
with the sum required for success, 
into adjacent territories that are 
friendly to that player. Players on 
islands, or that are not adjacent to 
friendly territories may never be 
moved by this method. ` 


GETTING AROUND 
IN THE DESERTS OF 
SOUTH AFRICA 

This rule gives the infantry a 
hand in getting around in the hot 
sands of Africa. Optionally,players 
may assume that each infantry unit 
requires one armor unit in order to 
get around. However, it may be 
better to assume that infantry, 
attached to an armored unit, may 
move two territories per turn while 
in Africa. 


PROPAGANDA 

This rule allows players to move 
enemy units based on leaking false 
information. To do this a player 
must invest IPCs for propaganda 
during the purchase units/develop- 
ment phase. For every five IPCs 
invested the player may roll two 
dice. Further, for every five IPCs 
your chances of success increase. If 
you spend five IPCs you need a roll 
of one, ten IPCs a roll of two or less, 
fifteen IPCs a roll of three or less, 
and so on. 


EIGHTEEN IDEAS 
FOR A MORE 
ENJOYABLE, 
OR AT LEAST 
DIFFERENT, 

AXIS & ALLIES 
by Pete Flahive 


The following is a list of eigh- 
teen suggestions that one could 
follow when playing Axis & Allies. 
Some of the suggestions are 
variations of the others, and some 
may be in direct conflict with 
others. They are not necessarily 
meant to be used as a whole, and 
none are dependent upon the other 
for effectiveness. In fact, there are a 
couple of them that I don't es- 
pecially care for, but that’s a matter 
of taste. The variants that I employ 
tend to give the game more of an 
historical feel. At least as much as 
is possible with a game of this 
nature. 


Without further ado, I submit 
eighteen ideas for a more enjoyable, 
or at least different, Axis & Allies. 


1. Unlimited AA guns. I’ve 
never seen any reason why 
they were limited, and his- 
torically they were certainly 
employed in great numbers. 
Besides, [ never hit any- 
thing with them, anyway. 


2. 


Battle plan £3 - 


Realism in Hawaii. 

Switch the battleship on the 
western coast of the US with 
the carrier that is in Hawaii. 
This, again, is more histori- 
cally accurate, and I lose 'em 


. both no matter where they 


are. 


No weapons development 
There is nothing more frus- 
trating, or unrealistic than 
to play a game of strategic 
balance such as this, and 
then have some wild wea- 
pons. tossed into the fray, 
and all the strategy and 
planning goes out the win- 
dow. Besides, I never get 
very good weapons. 


No additional production 
centers. It's much more his- 
torical, and causes the Allies 
and Japanese to think along 
historical lines. British fac- . 
tories in Persia, American 
factories in Sinkiang, and 
Japanese factories Italian 
East Africa really rub me 
the wrong way. 


Limited Production. 
Additional Industrial Com- 
plexes may only support the - 
listed IPC numbers. In other 
words, a factory built in Per- 
sia could turn out one unit a 
turn, one in India could turn 
out three. Although I hate 
this idea, at least it doesn't 
turn the economy of Persia 
into another United States 
with infaniry, planes, tanks, 
ships, and what- have-you 
pouring out onto the board. 


Australian Production. 

Let Australia, alone, use the 
"Limited Production’ of vari- 
ant number five. It wouldn’t 
be that much, and yet it 
could recreate the feeling of 
the US forces coming up 
from there to invade the Jap- 
anese. HOW IT’S DONE: 
The US player must move at 
least one unloaded transport 
(actually it's full of Seabees) | 
to Australia. If it makes it, 
the following turn America 
may build an Industrial 
Complex in Australia from 
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which two US infantry units 
may emerge each turn. 
Naturally, the two points for 
the territory are credited to 
the UK. Now, here’s an in- 
dustrial variant I can live 
with. 


Vital Resources Areas. 
Designate three areas which 
you initially control (aside 
from your capital) as ‘vital 
resource areas. For each of 
these which you control, you 
receive three additional IPC 
points. As you lose them, you 
lose the points. Once again, 
this favors the US, but it 
could give the Solomon 
Islands and New Guinea 
new meaning. 


Combat Air Patrol. 

A maximum of two fighters 
may patrol in adjacent sea 
squares in which there exists 
a friendly vessel. This rule 
affords some protection for 
your surface vessels and 
submarines while they are 
in port. This does not count 
as a move as it is done dur- 
ing your opponent’s turn. It 
is also triggered by an 
attack. In other words, you 
don’t have to plan air patrols 
in advance, rather you react 


. to attacks upon your ship- 


ping. Purely a defensive 
maneuver. Historically ac- 
currate, and adds realism. 
Fm sick of losing all my 
transports just because I’ve 


: never rolled a one in my life 
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while playing this game. 


Amphibious attacks. 

Any uninhabited land area 
attacked from the sea has an 
inherent defense factor of 
one. This must be reduced in 
the normal manner of attack 
before any landings may be 
accomplished. This will give 
the feeling of garrison units. 
This may be an aid to others, 
but l'll never hit anything. 


Marines. It costs an extra 


IPC to purchase US or Jap-: 


anese Marines, but it’s worth 
it. Especially, if they meet 
each other in combat on 
some remote island in the 
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Pacific. Only US and Jap- 
anese may have Marines. 
They kill with a two or less 
no matter where, or when 
they attack, because they are 
elite troops. US Marines 
may not be used in Europe 
unless the Japanese have 
been conquered. No more 
than one fourth of your 
fighting force may be Mar- 
ines. Three quarters of your 
infantry must be regular 
troops. 


Paratroopers. These men 
are delivered to the battle by 
bombers which are designa- 
ted troop transports for the 
turn in question.The trans- 
ports must withstand AA 
fire as normal planes, and if 
they are destroyed the para- 
troopers are lost along with 
them. The bombers/trans- 
ports must take off from a 
friendly area, and must re- 
turn to that same area after 
disembarking their cargoes. 
Paratroopers are elite troops 
and as such have kill num- 
bers of one and two. They 
may be dropped directly into 
combat, or in an unoccupied 
area. Unlike the amphibious 
landings, there is no inher- 
ant defense for them to over- 
come. (or, if you like, you 
could say that there is, and 
make them overcome a one 
defense factor) They fight 
with an attack factor of two 
or less. They cost an extra 
IPC and you cannot have 
more than one fourth of your 
units paratroopers. Three 
quarters of your infantry 
must be regular troops. 


SS, Commandoes, and 

Guards units. These units 
are the elite forces of the var- 
ious armies. They add one 
to their kill number, and 
thus are able to kill with a 
die roll of one or two. A 
maximum of one fourth of 
your army’s infantry may be 
elite units, and they cost an 
extra IPC to purchase. Nat- 
urally, the SS are German, 
Commandoes, British, and 
Guards units are Russian. 
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Experienced troops. 
These are troops that have 
seen the elephant. They have 
been in battle and survived, 
so they should be better at 
what they do. Now, this will 
take a little organization, 
and if used in conjunction 
with elite troops takes a little 
more organization, but here 
is how it goes: Infantry that 
have survived two battles 
(either on the defense or the 
offense) are considered ex- 
perienced troops. They can 
be regular infantry, or elite 
troops, but once they are ex- 
perienced they add one to 
their offensive die and one to 
their defensive die. Natural- 
ly, you have to keep their die 
rolls segregated, and you 
have to keep track of them in 
battle, but the extra effort is 
more than worth it. 


Initial set-ups 

Start with twice the number 
of forces that are recom- 
mended in the rules. Some 
very interesting and differ- 
ent results are possible even- 
though on the surface the 
strategy remains the same. 
When you set it up and see 
the forces, you'll see what I 
mean. 


Initial purchases. 

Each country is given an ad- 
ditional thirty IPCs at the 
start of the game. This 
money is to be used to aug- 
ment your initial forces. All 
players secretly write down 
their purchases and place- 
meni (any owned Industrial 
Complex). When this is ac- 
complished, the units are: 
placed on the board. At that 
time your opponents’ open- 
ing strategy should become 
clear, and since it's only the 
first turn, it shouldn't be too 
late. 


Seasonal Production. 
Every fourth and fifth turn, 
production is one half the 
number of IPCs you have on 
hand per turn. The remain- 
ing half is saved for turn six 
wherein the Spring Offen- 
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sive breaks forth. In other 
words, you have spent your 
regular IPCs for the first 
three turns of the game. On 
turn four you have thirty 
IPCs to spend. You may only 
spend fifteen of them, and 
you must save the other fif- 
teen. At the end of turn four 
you receive another fifteen 
IPCs. On turn five you may 
only spend half of the thirty 
IPCs (the previousely saved 
IPCs are not counted), and 
you must save the other half. 
You now have thirty IPCs 
saved. At the end of the turn 
you receive another thirty 
IPCs. At the start of the sixth 
turn you have sixty IPCs to 
spend. Get ready for the big 
push if you survived the 
winter, that is. 


17. Hand-painted figures. 


The heading says it all. It 
says most of it, at least. 
There are two great reasons 
why you should do this if it's 
possible. The number one 
reason is that it really 
enhances the game. When- 
ever there is more than one 
copy of the game around to 
be played, we always play 
with mine. For this reason 
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there are many mint-condi- 
tion games around my neck 
of the woods. I’ve got units in 
Afrika Corps colors, Marine 
units, Flying. Tigers, naval 
and army airplanes, cama- 
flagued SS battledress, and 
all the regular infantry. I've 
replaced all of the infantry 
components with Airfix fig- 
ures in order to achieve the 
desired effects. There is a 
problem with ships as they 
all tended to be close to the 
same color. If you paint them 
all grey, paint a flag on them 
somewhere. Or, (and this 
should come under painting 
instructions) simply antique 
them which makes them 
look shaded, battle worn, 
and a bit more realistic. 
Now, the second reason to 
paint the figures is due to the 
fact that if you want to use 
specialized units it will 
make them readily recogniz- 
able. 


On the chance that you do 
not consider yourself a pain- 
ter, or don't want to spend 
the time, there really isn't 
that much to do as you don't 
really need too many figures 
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and they are so small that 
the paint job can be more 
representative than exact. As 
far as the tanks go, simply 
antique them. This takes 
about a minute for each 
tank. Antique them? In 
order to antique a figure, 
you simply mix black water- 
based paint with a lot of 
water, splash it on with a 
large brush, let stand five 
minutes, or until dry and 
rub off. The paint sticks to 
the cracks. After a couple of 
tries you'll have it down pat. 
For planes use camouflage 
and some sort of insignia for 
recognition. 


Variant phases. 

As we all know the game is 
divided into a series of 
phases. There is the move- 
ment phase, the attack phase 
and various other phases 
which are critical to the 
mechanics of the game. One 
phase which has seemed to 
be overlooked is the Whining 
Phase. This phase always 
takes place right after the 
dice have been rolled, and 
the results taken. In fact, 
this is the official beginning 
of the Whining Phase, but 
once it begins, it has been 
known to overlap many, if. 
not all, of the other phases. 
In fact, the Whining Phase 
has been known to continue 
long after the game has 
ended, and in some cases 
into the next day. You may 
already be using this vari- 
ant, but if not, you'll find it 
an integral part of the game 
in the future. 
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Axise Allies 


Since everyone else 
is getting into the act, it 
is only fair that the 
people from Milton 
Bradley get their shot 
at it. The following is 
their own rules update 
for the game. 
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What’s New...What’s Changed 
In The Second Edition? 


The following revisions to the First 
Edition Game Manual have been 
made. All are summarized below and 
explained in detail in your manual. 
Also, added is Appendix IV 
“Optional Rules” which offers some 
interesting rules variations. 

* Commander-In-Chief rules have 
been deleted. 

* Transport rules have changed. 

* Amphibious assault rules have 
changed. 

* Multiple Force rules have 
changed — such forces cannot 
attack together any more. 

* Rules about newly built and cap- 
tured industrial complexes have 
changed — they now have limited 
production. 

* Rules about capturing enemy 
capitals have been clarified. 

* Rules about initial placement of 
pieces have been clarified. 

* Rules about gameboard spaces have 
been clarified and changed. The sea 
zone surrounding Panama is now 
two zones or game spaces. 

* Rules about Action 5 *Placing New 
Units On Gameboard" have been 
clarified — specifically dealing with 
fighters, industrial complexes and 
naval units. 

* Rules about withdrawing from com- 
bat have been clarified — units must _ 
retreat to ONE adjacent territory | 
from which an áttack was launched. 


RULES QUESTIONS: If you have any 
questions about the rules, write to: 


GAMEMASTER 

Consumer Service Department 
Milton Bradley Company 

443 Shaker Road 

East Longmeadow, MA 01028 


IMPORTANT. The Second Edition 
Manual is the most updated verision. 
To purchase additional copies of it 
at $2.00 each, write to the following: 


CO Department 

Milton Bradley Company 

443 Shaker Road 

East Longmeadow, MA 01828 

Note: Specify number of manuals 
ordered. Allow 4 to 6 weeks for 
delivery. Check or money order only. 
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Also consider the gameboard to 
“wrap-around”. . .that is, territories 
and sea zones that abut the right 
edge of the board are adjacent to 
specific territories and sea zones that 
abut the left edge of the board. For 
example, Western Canada is adjacent 
to Eastern Canada; Western U.S.A. 
is adjacent to Eastern U.S.A.; Mex- 
ico is adjacent to the Panama ter- 
ritory; sea zone A is adjacent to sea 
zone B; sea zone C is adjacent to sea 
zone D. The top and bottom of the 
board does not wrap-around. Ter- 
ritories and sea zones at the top are 
not adjacent to the bottom edge and 
vice versa. 


e All the land territories are color- 
coded to the country that controls 
them — they are the same color as 
their combat forces! Most territories 
are valued at 1 to 12. This is the 
number of I.P.C.’s they are worth to 
their owner. Some territories, such as 
Gibraltar or the Solomon Islands 
have no income values. 


* Panama is divided into two sec- 
tions to indicate the Canal connecting 
the Atlantic and Pacific Oceans. 
These two sections are considered one 
territory. The Canal connects two 
separate sea zones. Your naval units 
cannot move nor can they attack 
from one sea zone to the other unless you 
or your allies control the Panama ter- 
ritory at the beginning of your turn. 


* Land movement is not allowed 
between Gibraltar and Algeria; nor is 
it allowed beween Eastern Europe and 
Turkey. — 


e The sea zone directly south of . 
Australia is one sea zone. 


Four placement situations must be 
clarified: i 

e The Germany player places the 
“Western Europe” submarine west of 
Spain in the sea zone marked “Atlantic”. 
e The United States player places the 
“Western U.S.A.” naval units in the 


Pacific Ocean sea zone directly west 
of California, not in the Gulf of 
Mexico. | 

* The United Kingdom player places 
the "Syria-Iraq" submarine in the 
Eastern Mediterranean sea zone south 
of Turkey, not in the Red Sea. 

* The U.S.S.R. player places the 
“Karelia S.S.R.” naval units in the sea 
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zone north of Karelia S.S.R., not in 
the Baltic Sea zone. 


As you place units, it should be noted 
that all naval units are positioned in 
sea zones and are considered to be 
always “at sea" and never “in port” 
for combat purposes...even though 
transports can load and unload units 
on land. 


Reinforcements — you cannot move 
additional units into the embattled 
territory once the attack has begun. 
Only the attacking units that are 
moved into battle during the combat 
movement phase can do combat. For 
example, on Germany's first turn, if 
Germany attacked U.K-occupied 
Anglo-Egypt Sudan with one armor 
unit from Libya and left an infantry 
unit back in Libya, the infantry could 
not be moved into combat with 
Anglo-Egypt Sudan on this turn once 


^ combat begins. 


Attacking Enemy-Controlled 
Territories - A Combat Move Without 
A Battle! During the combat move 
phase of your turn, you can move 
your units into adjacent enemy- 
controlled teritories and take control 
without engaging in combat. These 
enemy-controlled territories are not 
occupied by enemy units and they 
either have an enemy control marker 
on them or they are colored to your 
enemy's original starting color. For 
example, Germany could move into 
U.K.-controlled French West Africa 
on the first turn in the combat 
movement phase without engaging in 
combat. Such a move is a COMBAT 
MOVE, not a NON-COMBAT 
MOVE. When you move into an 
enemy-controlled territory with land 
units, you either capture it or liberate 
it without engaging in combat. See 
page 20 under "Results of Both Land 
And Naval Combat" for details. 
Blitzing—A Combat Move on a 
2-territory move, if the first territory 
your tank moves through is enemy- 
controlled but not enemy-occupied, 
you may blitz it...that is, place your 
control marker there as owner, adjust 
the National Production Chart to 
show your gain, and move into the 
2nd territory. The 2nd territory you 
move into can either be an enemy- 
occupied territory ór an enemy- 
controlled territory or a friendly ter- 
ritory or a neutral territory. See page 
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27 for a graphic example of blitzing. 
When you can't blitz: if the first ter- 
ritory you move into is either enemy- 
occupied or a neutral territory, your 
tank has made a regular COMBAT 
MOVE and must stay in such a ter- 
ritory and conduct combat — if you 
win the battle, your tank does not 
blitz through this territory and move 
into another territory to do battle in 
the/same turn. Nor can your tank, 
after such a battle, move into a 
second friendly territory on this turn. 


| INDUSTRIAL COMPLEXES: 
p These are special land units 
that d® not attack, defend or move. 
They serve as a gateway for introduc- 
ing new military units onto the 


-gameboard. 


Three important rules about 
industrial complexes have already 
been stated: (1) newly purchased units 
you bought at the beginning of your 
turn in Action 1 can be placed only in 
territories with industrial complexes that 
you have owned since the beginning 
of your turn; (2) newly purchased 
industrial complexes can be placed 
only in territories that you have 
owned since the beginning of your 
turn; and (3) original industrial 
complexes (those that you started 

the game with) have unlimited 
production —that is, you can place 
any number of newly purchased units 
on a territory with an original 
complex; and that new industrial 
complexes (those that you purchased 
and placed or captured during the 
game) have limited production per 
turn — that is, the number of newly 


' purchased items that can be placed in 


a territory with a new complex is 
EQUAL to the income value of that 
territory. NOTE: New complexes on 
territories with NO income values like 
Gibraltar or the Solomon Islands or 
on neutral territories allow the 
introduction of ONE newly purchased 
item per turn. 


NOTE: if a naval battle occurs before 
the land battle, battleships cannot 
exercise their special one-shot support 
attack. Also, any fighters involved in 
the naval battle CANNOT attack in 
the land battle on the same turn. 

The land battle is handled like any 
other battle, except any attacking 
amphibious assault land units lose 
their option of retreating. 
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A transport can pick up cargo, move 
1 or 2 sea zones, and unload the 
cargo all in the same move. THE 
CARGO CAN BE PICKED UP 
BEFORE, DURING OR AFTER 
THE TRANSPORT MOVES. For 
example, a transport could pick up 1 
infantry, move 1 zone and pick up 
another infantry, move into another 
zone and unload both infantry all in 
the same move. Cargo does not have 
to be unloaded either—a transport 
could move up to 2 sea zones and 
remain at sea with the cargo aboard. 
ONCE A TRANSPORT UNLOADS, 
HOWEVER, ITS MOVE IS OVER!. - 


Bridging: A transport can even foad 
and unload units without moving from 
the sea zone it is in by *bridging". 
For example, if a transport was in the 
sea zone surrounding Japan, it could 
carry land units from Japan to 
Manchuria without ever leaving that 
sea zone; or if a transport was in the 
sea zone surrounding the United 
Kingdom, it could carry 1 infantry to 
Finland/Norway and 1 infantry to 
Western Europe (if the U.K. 
controlled these territories) without 
ever leaving the sea zone, When 
bridging, just be sure that each 
transport only carries its capacity 

of cargo. 


Once unloaded, 
assaulting land units CAN 
NEVER retreat! 


Optional Rules 


You may want to incorporate any of 
the following rules variations if all 
players agree to them: 


e Total Victory —A New Win Situation: 


In the official rules, a military victory 
occurs when either side captures two 
of the enemy's capitals. In a Total 
Victory scenario, the same two-enemy- 
capital win is necessary with the addi- 
tion that your capital and your 
alliance's capitals must not be in 
enemy hands. For example, the Axis 
have captured the capital territories of 
Russia and the United Kingdom. The 
Axis capital of Japan, however, is in 
the Allied hands. therefore, the Axis 
cannot win until Japan is liberated! 


e Multi-Player Forces: when units of 
the same alliance are in the same ter- 
ritory or sea zone, a Multi-Player 
Force is said to be present. Such 
forces can defend together — they 
CANNOT attack together. Here are 
the specifics: 


Defending together — when a multiple 
force is attacked, the attacker fires 
first as usual. If a hit is scored, the 
defenders mutually agree Which unit 
is chosen as the casualty (if they 
cannot agree, the attacker chooses). 
When counterattacking, each defender 
rolls separately for his or her units 
(including casualties). 


Attacking separately — when units of 
the same alliance in the same space 
wish to attack, each attacker fires his 
or her own units and does so on his 
or her own turn. 


As the former owner of the captured 
capital: You're still in the game, but 
CANNOT collect income from any ter- 
ritories you still own —and CANNOT 
buy new items (all I.P.C.s have been sur- 
rendered) until your capital is liberated. 


*MUST-MOVE EXCEPTION: Air 
units that were involved in combat 
and survived must be moved out of 
the embattled territory now. You must 
land them in friendly territories, not 
in ones you just captured — fighters 
can also land on any carrier of your 
alliance...bombers cannot! When 


* Placing Your Naval Units in Enemy- 


Occupied Sea Zones: in the official ` 


rules, you must place newly purchased 


naval units in friendly sea zones 
adjacent to territories with industrial 
complexes that you have owned since 
the beginning of your turn. With the 
new rules variation, it would be legal 
for you to place new naval units in 


enemy-occupied sea zones adjacent to 


territories with industrial complexes 
that you have owned since the begin- 
ning of your turn. After you place 
your naval units in enemy waters, 
your turn is over. It is up to your 
enemy to either retreat from the zone 
during the combat movement phase 


of his turn —or attack your ships dur- 
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landing, keep in mind the limited 
flight range of your units. Remember 
that part of the fighters 4-space range 
and bombers 6-space range has 
already been used up in the combat 
movement phase of your turn. | 


Other considerations: 

The production capacity of industrial 
complexes: Original complexes (ones 
you started the game with) give you . ` 
unlimited capacity —you can place 
any number of newly purchased items 
in a teritory with such a complex; 
new complexes (ones you purchased 
and placed or captured) give you 
limited capacity per turn — the 
number of units you can place is 
equal to the income value of the 
territory the complex is in. See “Other 
Purchasable Items" on page 11 and 
*Industrial Complexes" on page 13 
for more details. 


Using an ally’s industrial complex: 
You CANNOT place your newly | 
purchased units at an industrial | 
complex owned by an ally. EXCEP- 
TION: you can use an industrial 
complex in an ally's territory that you 
liberated if the capital of this ally is 
in enemy hands. 


Not being able to place newly 
purchased units: Any units that - 
cannot be placed in industrial 
complexes are lost and put back in 
the tray. See examples of “can’t place” 
situations on page 11. ° 


ing the combat phase of his turn. 


The next three rules options weight a 
victory towards the Axis alliance: 

* Weapons Development Benefits: the 
Germany player starts the game with 
Jet Power; and the Japan player starts 
the game with Super Submarines. 

e Restricted Attack: The U.S.S.R. 
player is not allowed to attack until : 
the second turn. 

* No New Complexes: No new industrial 
complexes can be bought or placed. 


` Only original complexes (those on the 


board since the start of the game) can 
be used. 
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Now that you have numerous variations on the game, 
Roger Vivrette presents. ... 


Hints and Strategies of Play 


HAVE A PLAN 

When you start the game, you 
should have a fairly good idea of 
what your objectives are going to 
be. Playing each turn as it comes 
tends to get in the way of progress. 
Plan ahead for your needs at a 
particular time. Needing tanks for 
a German attack on the Caucaucus 
two turns hence means building 
them now. 


DEFEND YOUR SHIPPING 

Players who maintain a navy 
must understand that if they 
become separated they become 
vulnerable. Keep your ships in 
groups where they can protect each 
other. If a player tries to attack a 
massed fleet, he will have to use 
more resources to defeat them, and 
he is more likely to lose some of his 
attackers. If you are expecting an 
enemy naval attack, keep your 
submarines in with the force. If you 
are expecting an attack from planes 
disperse them so they will be more 


difficult to attack, or keep them. 


with the main force to use as cheap 
losses. A carrier should keep two 
planes on it at all times. Otherwise, 
it’s just too easy a target. 


WEAPON DEVELOPMENT 

Understand the risks involved 
and the possible benefits you can 
gain before opting to buy weapon 
development dice. If you can only 
gain from one or two of the 
developments, then it probably isn’t 
worth the risk. Remember, as the 
game progresses, the results of the 
weapons’ chart will be less benefi- 
cial. 


WORK WITH YOUR ALLIES 
This is a very important concept 
that players seem to miss. 1f you see 
one of your allies in trouble, run to 
his aid because if he is knocked out 
of the game, it should mean the end 
for you very soon. 


Understand the strengths and 
weaknesses of all your forces as 
well as those of the enemy. If you 
are facing a foe that has the same 
type troops as you, compare the 
attack/defense strengths, and act 
accordingly. l 


DON’T OVER-EXTEND 
YOUR FORCES 
It is definitely worthwhile for 
you to take one turn in the middle 
of the game just to reinforce your 
borders. Be aware of your defensive 
position as well as your offensive 


one. 


RUSSIA 


Russia is the easiest to play as it 
requires the application of the few- 
est strategic principles. It goes 
without saying that Germany is 
Russia’s main concern, and since it 
is generally on the defensive its 
forces are weighted toward infan- 
try. 


If Germany goes all out against 
Russia there is little chance that 
Russia will survive. However, a 
good way of blunting this effort is 
for the Russians to attack (on the 
first turn) into the Ukraine. 


WEAPON RESEARCH 

Actually, the Russian player 
shouldn’t bother with ‘weapon 
research dice’ due to the fact that 
for most of the game the only thing 
he needs is infantry, and of course 
Industrial Technology would get 
him cheap infantry. But the risks 
are too great that you won't get 
this. Can you imagine the German 
panzers approaching Moscow and 
you rolling, and receiving Heavy 
Bombers! 


STRATEGIES 
A good opening move for Russia 
is the following: First, build in- 
fantry. After you have discovered 
what the German player is going to 
do, then you may build other units. 
But for the first turn you should 
build nothing but infantry. 


Now, as far as combat goes, hit. 
the Germans in the Ukraine. These 
forces are a key element in any 
offensive he may be planning 
against you. Include all of your 
tanks, both planes, and a majority 
of your infantry in the Caucasus. 


Second, take your navy and find 
some German transports to attack. 
The most logical choice would be 
the sub and transport in the 
Germany sea zone. You have a 
better than sixty percent chance of 
winning in such an attack. The 
third attack possibility is to try to 
take Manchuria. The odds are just 
over fifty-fifty in your favor, but I 
have seen it fail more often than 
not. It’s probably wisest to hold on 
and defend. 


Encourage Britain to land in 
Finland/Norway or even Karelia to 


help you out. 


GERMANY 


The key to success when playing 
the Germans is to recognize that 
you are on a timetable. If you are 
overly cautious, the combined 
forces of the Allies will grind you 
into the dust. You enjoy a 
numerical superiority at the outset 
of the game, but this will not last 
long. In time, the combined 
production of the Allies will be too 
much for you. 
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WEAPON RESEARCH 

Germany can benefit from any 
of the developments on the chart. If 
you feel lucky, spend a few credits 
on weapons’ research. However, 
don’t buy more than two dice per 
turn and not more than five or six 
in the first three turns. Show 
moderation. l've seen many a 
German player blinded by the idea 
that getting those magical six’ can 
make or break a game. You can’t 
win the war without units. 
However, if Germany gets heavy 
bombers, he can bomb Britain right 
out of the game. 


STRATEGIES 

There are three general 
strategies which I have found to be 
effective. The main thing to 
remember is that you must decide 
what your objective is and put 100 
percent of your resources towards 
that goal. The following is a list of 
the major strategies available to 
the German player. 


1. Conquest of Russia. Russia 
is extremely vulnerable to attack 
by your forces. Watch carefully 
what Russia does on the first turn. 
If the Russian is cautious and does 
not attack on your front, than 
consider a strong, all-out attack 
against Karelia. However, if the 
Russian takes the Ukraine you 
might want to consider another 
strategy. 


.2. Conquest of Britain. First 
you must gain control of the sea 
zone around the United Kingdom. 
Try to destroy Britain's entire navy 
on your first turn. The British 
battleship in Gibralter can be han- 
dled by your battleship and trans- 
port in Southern Europe. To make 
sure, throw in a fighter or two from 
Germany or Wesiern Europe. Use 
the same procedure in the sea zone 
around the United Kingdom. Use 
the submarine at Western Europe , 
and the sub and transport at Ger- 
many along with the rest of your 

. fighters to take out the rest of the 
British navy. The transport and the 
subs are expendable, but your 
planes are not. If it is possible, try 
to keep at least one sub in the area 
to prevent the UK from building 
any naval forces on his upcoming 
turn. Also, don’t let the US keep 
any forces in the Atlantic as he will 
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doubtless see your intentions and 
rush to the aid of he British. 


Reduce the UK's production cre- 
dits. You must bomb the UK on 
every turn. Build at least one 
bomber a month and keep adding it 
to your strategic raids. Don't worry 
about AA guns. They are a fact of 
life, and cannot be considered. 


You must destroy the RAF. 
There is no way that you can invade 
Britain if they have an airforce. 
Britain invariably tends to 
accumulate a large group of bom- 
bers and fighters. If you have 
managed to deplete his his 
production credits sufficiently, you 
might consider throwing your 
airforce into an attack to try to 
eliminate his forces. Also, while 
this is going on, make sure that you 
keep your transports safe from his 
attacks. This means putting them 
down by Gibralter. Be careful of the 
Americans as this makes them 
vulnerable to any American subs in 
the North Atlantic. 


Invasion! Make a ring of naval 
units (preferably subs) around the 
UK to prevent American interven- 
tion. After you have taken the 
British Isles, you can turn your 
atention toward Russia. With 
Britain's IPC credits, you should be 
able to smash Russia in two or three 
turns. 


. 8. Conquest of Africa. This 
plan can be accomplished while 
working on one of the other two 
Strategies. Unfortunately, it takes a 
lot of time and material to push out 
the British units, and with America 
supporting, the IPCs that can be 
gained, are maybe not worth it. 
Keep all of your aircraft in Europe. 
If Britain builds an industrial cen- 
ter in Africa you still have a 
number of alternatives. First, put a 
lot of pressure on the home islands, 
and he won't be able to build up his 
forces in Africa. Finally, you might 
consider giving up the offensive in 
Africa due to the fact that too much 
of a commitment in this area can 
cause you grief in other parts of the 
world. 
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UNITED KINGDOM 


Britain tends to be relatively 
inactive in the game. Their only 
active land units are in Africa and 
India. In India, they seldomly can 
do anything rather than stand their 
ground and defend. The units in 
Africa tend to get wiped out by the 
Germans by the end of the third 
turn. The units in Australia either 
stay put to defend, or get wiped out 
when they try to move. Japanese 
airplanes usually sink their trans- 
ports. Further, the British navy is 
usually decimated after the Ger- 
mans first turn. Britain is usually 
left with an airforce, and very slow 
building potential. 


WEAPON DEVELOPMENT 
Britain tends to be the country 
who has the best opportunity to buy 
weapons. They benefit from every 
roll of the dice. Of course, Heavy 
Bombers is the one that can spell 
early defeat for the Germans. 


STRATEGIES 

Your first priority is to clear all 
of the German ships from the areas 
north of French West Africa. Your 
fighters will be your main 
instrument in this, but you should 
have a sub or two lying around 
somewhere to help. Just as Ger- 
many cannot afford to let you keep 
your navy, you cannot let him keep 
his. If he continues to maintain a 
navy, the chances of him resorting 
to an invasion of the UK goes up 
dramatically. If he has no navy, he 
really cannot hurt you. He will 
probably leave you alone and 
concentrate on Russia. 


Your second priority is to secure 
all of Africa. This, of course, will be 
Germany's plan as well, but you 
have the advantage of being able to 
maneuver around.It's often a good 
idea to build an industrial complex 
in Africa or Persia. Keep in mind 
that you want it in a secure enough 
position so that it cannot be 
attacked until you've had time to 
build some units in it. 
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JAPAN 


Japan’s main enemy is the Uni- 
ted States and control of the Pacific 
is of immense strategic importance. 
By controlling the various islands 
to the east, you gain valuable bases 
from which to launch your aircraft 
against US shipping. 


WEAPON DEVELOPMENT 

This is usually a good bet for 
Japan, however, they really do not 
have enough money to spare to in- 
vest in this kind of risky under- 
taking. I really cannot recommend 
buying any weapon development 
dice before the third turn. As soon 
as you find that you can afford a few 
IPCs, then buy a dice or two. Japan 
can benefit from almost everything 
on the chart except for rockets. 


STRATEGIES 

Your first priority is to destroy 
the forces in and around Hawaii. 
You can not afford to leave US units 
there, as they will quickly be 
reinforced when the US turn comes 
around, and after that, you 
probably won’t be able to destroy 
them even if you wanted to. Make 
sure that it is an overwhelming 
victory., because you must be able 
to withstand the inevitable 
counterattack by the remaining US 
ships and planes. I have found that 
you must use practically everything 
in range. Bring in transports, your 
carrier, everything, and mash the 
US forces before they get a chance 
to unite. You should count on 
having at least one carrier, both 
battleships, two fighters, and 
maybe a sub remaining in the 
Hawaii sea zone after you finish off 


his ships. Taking the islands is 


Vice-Admiral Takeo Kurita was Com- 
mander of First Striking Force at the 
Battle of Leyte Gulf. 
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probably of secondary importance 
(get them if you think you can, but 


don’t let it increase your naval or: 


aircraft losses in so doing.) Be 
aware that if you do take the island, 
the American player will be able to 
bring one less fighter in on any at- 
tack against you. 


After you destroy the American 


fleet, concentrate on occupying ' 


Hawaii and/or Midway as both of 
these are valuable bases for 
aircraft. Eventually, you be able to 
station two or three fighters on each 
to continue bothering the US 
shipping. Without a navy, the US is 
severely restricted in what it can 
do. If you are really lucky and think 


.you can get away with an invasion 


of the Western US, give it a try. 
However, avoid landing in Alaska, 
Western Canada, or Mexico. There 
is no way that you can keep up with 
America's production, and eventu- 
ally you will be pushed back into 
the Pacific. í 


Now, to the second front: Main- 
land Asia. The problem is that 
Japan is limited in its ability to 
support any offensives with 


reinforcements. Also, the units on ` 


the flanks (those in French Indo- 
Chins/Burma and Manchuria) are 
very vulnerable. I have found that 
building a Production Complex in 
Kwangtung solves these problems 
quite nicely. In order to build this 
complex in Kwangtung, China must 
be captured. A good recommen- 
dation for the first turn in Asia goes 
something like this: Capture China 
with units from Kwangtung and 
French Indo-China/Burma leaving 
Kwangtung vacated. During non- 
combat movement, shuttle the two 
infantry from the Phillipines to 
French Indo-China/Burma to 
reinforce the defenses there. Then 
place the Industrial Complex in 
Kwangtung at the end of the turn. 
Make sure that French Indo-China/ 
Burma, China and Manchuria are 
sufficiently strong to last. at least 
until the next turn. Watch the 
Russians to the north as they might 
have taken Manchuria on their first 
turn. If this is the case, your job will 
be a little more difficult as you will 


' have to secure Manchuria before 


building the complex in 
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Kwangtung. As soon as you feel you 
have enough units built up, attack 
Sinkiang and India simultaneous- 
ly. Then shift to the north and take 
out the Soviet Far East and Yakut 
SSR. From then on, it is all broken 


field running. 


UNITED STATES 

While all the rest of the players 
are sweating it out for every square . 
inch of territory, the US player has 
very little pressure. His main worry 
is keeping the Japanese from tak- 
ing Hawaii or Midway. He must do 
this, though, or the Japanese will 
keep too much pressure on him, and 
he will not be able to build a navy. 


WEAPON DEVELOPMENT 

The US (because of the lack of 
pressure) has the best opportunity 
to purchase weapon development 
dice. My reccomendation is to devel- 
ope as much as possible. He can 
benefit from everything that is on 
the chart. 


STRATEGIES 
First of all, secure Hawaii and 
Midway. Then start pressing to- 
ward the Japanese homeland. Ig- 
nore the Japanese on the islands 
and go straight for Japan. 


The forces in China and Sin- 
kiang are often too fragmented to be 
able to do any real damage. Besides 
the Japanese usually smash China 
before the US player can react 
anyway. Building an Industrial 
Complex in Sinkiang is not a very 
good idea. The Japanese can 
usually take it. 


In the Atlantic usually the US 
backs up Britain in its attempt to 
drive the Germans out of Africa. 
This provides the Americans with a 
base from which they may threaten 
Southern and Western Europe. And 
if you've ever been the Germans . 
trying to hang onto Western Europe 
when the British bomb, and invade 
on their turn, leaving your sur- 
vivors to to ward off a follow-up 
attack by the Americans before you 
have had your turn, you know it's a 
bad situation. 
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KILLED BY 
SOMEONE I 
DON’T EVEN 
KNOW... 


or playing Axis & Allies 
by mail. 
By Bill Salvatore 


A play-by-mail version of Axis 
& Allies may be the ultimate var- 
iant for this game. Bill Wordsmith 
has presented a step-by-step pro- 
gram for setting up your own game. 


Initially, procure someone to act 
as neutral gmae master who will 
receive turns, resolve combat, and 
publish results. 


If you are unable to obtain five 
people to take part in the game, the 
following groupings are suggested: 
For a four player game USSR/ 
Japan, US, Germany, UK. For a 
three player game: UK/USSR, 
Japan/Germany, US. Whether 
there are three, four, or five people 
envolved in the game, do not use 
predetermined alliances. However, 
alliances may be made by the 
various players. 


VICTORY CONDITIONS 
Ownership of more than half of 


the total current IPC levels, or. 


ownership of twice the IPC level of 
any other player still in the game. 
The victory results are tabulated at 
the end of the action sequence six 
segment. 


PLAYING THE GAME 
The turns will be conducted 
simultaneously. A turn runs as fol- 
lows: 


MAILING 1 
Segment A: Everyone’s AS4 
Segment B: Everyone’s AS5 
Segment C: Everyone’s AS6 
Segment D: Check for victory 
(Optional: Sale of tech- 
nology, or Lend Lease) 
Segment E: Develop weapons 
(Results reported only 
to the person involved.) 


MAILING 2 

Segment A: Declaration of aliance 
for this turn and wooing of 
neutral countries. Purchase 
units. (Purchases not repor- 
ted to other players.) Owner 
of Panama states advises 
which player(s) may use the 
Panama Canal. 


Segment B: Combined AS2 & AS3 
in this manner: From each 
area, one attack may be 
launched. It may be either a 
spoiling attack, or a normal 
attack. Attacks may be 
launched into each area 

' from any number of areas. 
All forces of one player 
attacking one area join in 
the target area. Forces of 
two players join in a target 
area only if both players 
have declared the other an 
ally for this turn. (not just 
this attack). Within each 
area, any forces not alloca- 
ted to regular attacks, 
strategic bombing, or re- 
serve, are used to defend 
against spoiling attacks. 


Phase 1: Declare reserve units. 

Phase2: Launch the strategic 
bombing attacks. 

Phase 3: Resolve SB attacks. 
(order is irrelevant) 

Phase 4: Strategic bombers go 
to post- flight bases and be- 
come reserve units. 

Phase 5: Launch Spoiling At- 
tacks. 

Phase 6: Resolve Spoiling At- 
tacks. Units involved must 
fight to the death; attacker 
is not allowed to withdraw. 
If, after forces have joined in 
a target area, there are still 
two or more forces attacking 
then the largest attacker 
fights the second-largest 
(Roll die if there is a tie. 
High roller is opponent.) 
Fight on in this manner 
until only one force remains 
in the area. The remaining 
force then attacks all those 
units of the defender 
eligible to defend against 
Spoiling Attacks. If the 
attacker wins, then any 
normal attack which was 
launched from the target 
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area is cancelled and the 
attacker’s remaining forces 
withdraw to their area(s) of 
origin and become reserve 
units. If the defender wins, 
any normal attack which 
‘was launched from the tar- 
‘get area is operative and 
any units which defended 
against the spoiling attack 
become reserve units. 

Phase 7: Launch normal at- 
tacks (NA). 

Phase 8: Resolve all NA for 
which an attacker, or the 
GM has specified that some 
attacking units are never to 
withdraw. (Cancel the with- 

| drawal orders for all attack- 
| ing forces in this area.) 

Phase 9: Determine whether 
there are any NÀ which 
were launched from areas 
which changed possession 
as a result of Phase 8 or 10. 
Cancel withdrawal orders 
for all such attacks. If there 
are any, go to Phase 8. If 
there are none, go to Phase 
10. 

Phase 10: Randomly select one 
area from which an NÀ was 
launched and in which 
battle resolution is still pen- 
ding. Resolve battle in that 
area. Go to Phase 9. (If there 
are no areas that qualify, go 
to Phase 11) If attacking 
units withdraw from such a 
battle, they become reserve 
units. 

Phase 11: Resolve all remain- 
ing combats. (The order of 
resolution is irrelevant.) 


NOTE: If, after joining forces, 
there are still two or more at- 
tacking forces in a target area, use 
the procedure described in Phase 6 
to cull the attackers. 


NOTE: Reserve units may nev- 
er participate in the defense of an 
area, but if all non-reserve units in 
a hex are destroyed, and an attack- 
ing non-air unit survives in the tar- 
get area, then all reserved units in 
the area are destroyed. 


NOTE: Units whose NA has 
been cancelled by a successful spoil- 
ing attack are non-reserve units 
and participate in the defense of 
their area. 
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Optional Rule: Salg of Tech- 
nology: 

During Segment D of a Mailing 
1, player ‘A’ states that he is selling 
player ‘B’ a specific technology for a 
specific price. As long as both par- 
ties have the wherewithal to com- 
plete the arrangement, the deal is 
consummated. 


Optional Rule: Lend-Lease: 

During Segment D of a Mailing 
1, any player may order IPCs trans- 
ferred to any other player, if an 
open Lend-Lease route exists, 
which consists of a path of adjacent 
areas, no matter how tong, from the 
lending player’s capital to the 
receiving player’s capital. Lend- 
Lease occurs after Sale of Tech- 
nology. 


Optional Rule: The wooing of 
neutral countries: 

During Segment A of a Mailing 
2, a player may attempt to induce 
neutral countries to ally with him. 
To do this, the player spends 15 IPC 
for Spain or Turkey or 5 IPC for 
Venezuela/Columbia, Peru, Argin- 
tina,or Saudi Arabia, or 30 IPCs for 
Switzerland, and rolls one die per 
multiple of price. (If a player paid 


20 IPCs for Peru he could roll four. 


dice) À modified roll of five or more . 


on any die rol! means that the area 
allies with that player with the 
following results: 

Spain or Turkey: Plàyer gains 
control of the area and sets imme- 
diately sets up 2 infantry and 1 
armor in the area, at no cost. 
During any AS6 in which that 
player owns the area, it is worth 3 
IPC. 

Venezuela, Peru, Argentina: 
A player gains the area and sets up 
1 infantry at no cost. Worth 1 IPC 
in AS6. 

Saudi Arabia: No units, but 
worth 5 IPCs in AS6. 

Switzerland: Player gets the 
area and 50 IPCs immediately. 
Worth 2 IPCs during AS6 each turn 
owned. 


Die Roll Modifications: 


Germany adds two to any die 
roll for Spain, one to any die roll for 
Peru or Argentina. If in control of 
Spain, they add one to the die roll 
for Peru or Argentina. 


Any country adds one to the 
die roll for Saudi Arabia if 
currently in control of the Red Sea 
and all adjacent land areas. 

Any country adds one to the 
die roll for Switzerland if he owns 
all land areas adjacebt to it. 

Russia adds one to any die roll 
for Turkey. Russia may not try for 
any other country. 

United States adds one to the 
die roll for Venezuela. 

Japan subtracts one from the. 
die roll for Saudi Arabia or Turkey. 


Note: The 50 IPCs from Swit- 
zerland must be spent for: (a) Units 
which may never leave Switzer- 
land, or, (b) attempts to develop 
weapons, or woo neutrals minors. 


Note: The order of die rolling for 
Spain, Venezuela, Peru and Argen- 
tina is Germany, US, UK, Japan; 
for Turkey, Switzerland, and Saudi 
Arabia it’s UK, Germany, US, 
Japan, Russia. 


Note: All money is spent by all 
players before any rolls are made. 
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BLACK CAPES 
AND 
WHISPERED 
SECRETS 


A Variant for 
EMPIRES IN ARMS 
by 
Herbert Gratz 


Empires in Arms, available 
from the Avalon Hill Company is 
truely an excellent game to which I 
have added the modification of spies 
and counterspies. 


In order to establish a spy net- 
work the country pays two dollars 
during an economic phase. The 
network will be operational in the 
next month. The cost of an 
established group of spies is one 


dollar per economic phase. To guard 
your country against your 
opponents’ spies it will be necessary 
to establish an agency for counter- 
espionage. As with the spy network 
it costs two dollars to establish and 
one dollar per turn to maintain. 


Each country which has an 
operational spy, is entitled to roll 
once per month and per country in 
which it has a spy available on 
Table One. 


A variable amount of questions, 
which have to be answered truth 
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Avalon Hill’s Empires in Arms 


Where is Napoleon? What is the 
exact composition of that corps? 
Where are you building ships? How 
much cavalry are you building? 


There is a special rule for the 
French player who has the benefit, 
or curse, of Fouchet, the leader of 
the French secret police. This 
leader is, of course, not represented 
on the board and cannot be stood 
down. Because of this turncoat 
leader the French who usually 
receive a -1 modifier on his die roll, 
receive a +1 when in the enemies’ 


zones. 


PAPER MAYHEM 


“The Informative PBM Magazine” 


Having a hard time getting enough players together for your 


favorite role playing or boardgame? Eliminate this problem by 


joining the world of play-by-mail! gaming. 
Subscribe to PAPER MAYHEM and discover the world of Bias 


by-mail (PBM) gaming. Virtually every facet of PBM gaming is 
covered by PAPER MAYHEM: fantasy, science fiction, historical, 


and sports. Each bimonthly issue brings you the latest on 
various PBM games. 

So why delay and miss out on all the fun? Read PAPER 
MAYHEM and take advantage of PBM gaming. 


Subscription to PAPER MAYHEM are: 


1 year subscription $20.25 
2 year subscription $35.10 


(Subscriptions to Canada add $6.00 per year. All subscriptions 
payable in US Funds. Allow 6-8 weeks for delivery.) 


PAPER MAYHEM DEPT. BP, 1518 ADAMS ST., OTTAWA, IL 61350-4764 


Circle Reader Service # 9 


Send $1.00 for the Journal of PBM 
Gaming. The Journal is a listing of PBM 
Companies and their games. 
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WAR IN EUROPE by SPI 


War in Europe, which is no 
longer available since the demise of 
the “old SPI”, is still a popular 
“cult” game played at conventions 
and in garages allover the United 
States. The huge nine map, 3,600 
counters, weekly turned, division 
level game of World War Il 
continues to be played due to the 
extreme simplicity of its basic 
mechanics. Although the game 
contains four rule books totaling 70 
pages, most are not used in the turn 
by turn battles, but rather in the 
necessary politics and production 
strategies one must consider. These 
simple mechanics, combined with 
the game’s sheer size, make it easy 
for one experienced player to 
“captain” a side with two to four 
new players to War in Europe, 
thus enjoying a fine “team” game. 


There are a great many ‘rules’ 
questions which might arise, and 
- War in Europe players are very 
fortunate in that Neil K. Hall, SPI's 
-old "answer man" for War in 

Europe still remains involved in 
` the project (out of love for the game) 
and publishes official errata for the 


game. 


The qualifications for including 
a situation in the errata are: 


(A) At least three inquiries are 
made regarding the same 
point. 

(B) A wholly unbalanced situa- 
tion must be repaired. 


To date, Neil has put together 
some thirty pages of errata which 
include important notes on rail hex 
repair, added air attrition, Anglo- 
French cooperation, and much 
more. In truth, it is a "5th rules 
book" to the game. Further, it is the 
most important one. | 


Neil has also seen fit to add a 
new and much improved U-Boat 
system to the game. This plays 
much like the Strategic Bombing 
system of cat and mouse. If you 
wish to obtain these final bits of 
rules you should contact Neil. He 
ships them to fans of the game for a 
minimal copying and postage cost. 
The thirty or so pages of errata cost 


just $3.00. The new U-Boat system 
is also $3.00, but both together may 
be purchased for $5.00. In order to 
reach him, write to: 


Neil K. Hall 
- 5612 N. E. 50th Street 
Kansas City, MO 64119 


It is important to keep in mind 
that all of this errata is official, and 
that War in Europe is to be played. 
through to the last turn in 1945. 
The reason for this is that some of 
the errata you receive from Neil, 
and various variants presented in 
this magazine require the playing 
out of a full campaign to produce 
the desired effect on the game. 
Without a full campaign game, the 
effects become twisted and the 
game unbalanced. 


` Às an offering to our readership, 
Neil is presently working on an ex- 
perimental German Point System, 
similar to that of the Russians. This 
system is, unlike the errata, not 
'official' to the game, but merely a 
comprehensive variant which is 
presently being playtested through- 
out the United States and abroad.If 
you give it a playing or two 
yourselves, you'li note that while 
the Germans seem to stockpile 
many personnel points early in the 


war, by war's end they are really . 


scraping the bottom of the barrel. 
As you playtest this variant for 
yourself,please send your test 
results and comments to Neil at the 
aforementioned address as it will be 
useful to him in compiling the 
necessary statistics for use as an 
‘official’ errata for providing game 
balance. 


German Personnel Points 
for “War in Europe" 


The following case number 
replace the existing cases; all others 
remain the same: 26.0, 26.21, 26.3, 
26.31, 26.32, and 26.33. 


(26.0) GERMAN PRODUCTION 
General Rule: 

The German Production Sys- 
tem permits the Axis player to 
create units which are necessary for 
play. This routine is regulated by 


the Production Sequence and the 
Production Rules and is graphically 
displayed on the Production Spiral 
and its appendages. Production oc- 
eurs during the Production Stage of 
each Strategic Cycle, which inter- 
venes between every fourth and 
fifth game turn. To produce a unit, 
the Axis player must expend an 
appropriate number of Production 
and Personnel Points and then place 
the unit ahead of time on the appro- 
priate slot of the Production Spiral. 
Then, at the indicated later cycle, 
he removes the unit from the Spiral 
and deploys.it in the game. Within 
the parameters of the system and 
the following limitations, the Axis 
player is free to produce what he 
wants and when he wants it.. 


(26.21) PRODUCTION STAGE 
' OUTLINE l 
Step 1: Advance Production Spiral 


‘One Cycle 


Move the Strategic Cycle mar- 
ker on the Production Spiral one 
cycle clockwise. In other words, if 
you just went through Cycle One, 
move it to Cycle Two. There are 
various references which may lead 
to confusion as to exactly when the 
Strategic Cycle occurs. To clarify, 
the Strategic Cycle for Cycle 7/41 
oecurs at 0/7/41, followed by Turn 
1/7/41. This applies to all the 
reinforcements for the scenarios. 


Step 2: Add to the Production Point 
Pool 

The Axis player calculates the 
number of Production Points that 
are available to him on the basis. of 
his  Manufacturing/Resource Cen- 
ter availability, the existing Econo- 
mic Multiple, and Production 
Looting. He adds these points, to 
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any any unexpended Production 
Poinis in the Production Point Pool. 


Step 3: Add to the Personnel Point 
Pool 

The Axis player calculates the 
number of Personnel Points that he 
receives on the basis of his Place- 
ment Center Availability, the exist- 
ing Personnel Multiple and Person- 
nel Looting. He adds these to any 
unexpended Personnel Points in 1 the 
Personnel Point Pool. 


Step 4: Remove the Produced Units 
from the Current Production Slice. 
(Same as in the original rules) 


Step 5: Implement New Production 
The Axis player places units he 
desires produced on the Production 
Spiral in the appropriate slot of the 
appropriate spiral arm (thereby 
placing them ahead in time to be 
taken off in some future cycle), and 
reduces the Production and Person- 
nel Point Total in his appropriate 
pool of points accordingly (thereby 
expending the necessary number of 
Production and Personnel Points to 
produce a unit). Note that some 
units are produced from nothing, 
requiring only the expenditure of 
time, Production Points and Person- 
nel Points. Others require the 
additional expenditure, like a down 
payment, of a cadre unit. Cadre 
units may be drawn from those just 
produced in Step 3, or may be drawn 
from a unit existing on the map 
(Case 27.5). In either event, the 
cadre unit is removed from the 
game as it is assumed to be 
absorbed in the current production. 


Step 6: Attempt to Repair Strategic 
Bombing Results 

(See the Strategic. Bombing Rules 
for the procedure. This step need 
only be taken, obviously, when 
bombing damage exists). 


(26.3) PRODUCTION AND 
PERSONNEL POINTS 
Production.and Personnel Point 
totals are an abstraction. The Pro- 
duction Point simulates weapons, 
vehicles, and other manufactured 
material.The Personnel Point repre- 
sents the manpower necessary to 
create a unit. Obviously, the real 
equipment in, for example, a 
Panzer Division, differs radically 


from a Jagd Geschwader (which is 
what an Air Point roughly repre- 
sents). In this game, the players 
need concern themselves with only 
the fact that a unit takes a specified 
number r of Personnel and Produc- 
tion Points to produce and that 
some units take more than others. 
Production and Personnel Points do 
not exist, per se, as counters. 
Rather, their creation, existence, 
and expenditure is kept track of 


. through the Production and Person- 


nel Point Pools. When a given 
amount of these points are added to 
its separate pool, the markers on 
the pool tracks are moved to reflect 
the additional points, and, con- 
versely, when points are expended. 
Use the same tracks for both pools. 
Personnel Pool markers wil! have to 
be handmade. ; 


(26.31) ADDITION OF 

l PRODUCTION POINTS 
(Same as in the original rules except 
change Step 1 to Step 2.) 


(26.32) PRODUCTION POINTS 
FROM THE GERMAN 
ECONOMY l 

(Same as in the original rules except 

change Step 1 to Step2.) | 


(26.33) PRODUCTION POINTS 
FROM LOOTING 
(Same as in the original rules.) 


(26.34) PERSONNEL POINT 
SCHEDULE 
(Addition) . 


AT START; 10/1/39 = 300 


PERSONNEL POINT MULTIPLE 


Year 

1939 

1940 

1941 

1942 

1943 

1944 
cycles 1-2 
cycles 3-7 
cycles 8-13 

1945 


Multiple 


Co Co CO dx A 


mt eet DD CO 
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(26.35) PERSONNEL POINTS 
FROM THE GERMAN 
POPULATION 

(Addition) 

The number of available Place- 
ment Centers will vary with the 
course of the war. During Step 3 of 
each Production Stage, the Axis 
player will count the total number 
of Placement Centers that are not 
denied to him by Case 26.7. He will 
then multiply this total by the 
Personnel Point Multiple. This 
resulting number is the number of 
Personnel Points that he adds to his 
Personnel Point Pool. 


(26.36) PERSONNEL POINTS 
FROM LOOTING 
(Addition) 

The Axis player loots Personnel 
Points if he is looting Production 
Points from a specific country by 
the schedule in Case 26.37. 


(26.37) PERSONNEL POINT 
LOOTING SCHEDULE 
(Addition) 


(26.38) DISBANDMENT OF 

GERMAN UNITS 
(Addition for Campaign Game and 
War in Europe) 

The Axis player may dissolve 
any German unit, and in so doing 
recovers Personnel Points, which he 
may add to his Personnel Point 
Pool. This is accomplished during 
his Replacement - Reinforcement 
Phase of the game-turn. It is the 
reverse of normal production pro- 
cedure; e.g., He removes one Air 
Point from the map and adds two 
Personnel Points to his Personnel 
Point Pool. The units that are 
removed from the.map must be 
stacked on or adjacent to a Place- 
ment Center. One does not recover 
the Production Points by this proce- 
dure. 


(26.39) SUPPLEMENTAL 
GERMAN PRODUCTION 
COST CHART 

(Addition) 
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Supplemental German Production Cost Chart LS 


Personnel | Production Cadre 
Point Cost | Point Cost | Required 


50 


The Spanish-American War fi- 
nally made its cardboard, hexgrid 
debut in Remember the Maine 
(S&T #108) with a strrategic/oper- 
ational] simulation. Remember the 
Maine combines an oceanwide 
naval confrontation with the com- 
posite ground operations around 
the key objective cities. The naval 
game uses individual ships and 
escort flotillas, moving by 


squadrons through an Quem. 
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| Remember the Maine by S & T 


REMEMBER 
THE 


James C. Gordon 


configuration in the Caribbean and 
Atlantic. Ground -units are 
regiments, brigades, and battalions 
of infantry, cavalry, and artillery. 
Two tactical naval scenarios are 
included, recreating the battle of 
Santiago and a hypothetical battle 
in the Florida Straits. The land 
game offers two scenarios also. One 
is an historical action around San 
Juan Hill and a hypothetical battle 


. around Havana. In the campaign 


game, the players maneuver their 
forces for 25 turns, leading to a host 
of possible encounters. The 
following are three tactical naval 
scenarios representing engage- 
ments that actually took place, or 
easily could have. 


(8.3) Scenario 3: Opening Clash 
at Sea | 

This scenario is a confrontation 
between the Spanish commanded 


Croissant 


MINIATURES 


July 10, 1940, the Battle of France is over, and in the clear, summer skies over England, the Battle of Britain has 
begun. He-111's, J U-88's and DO-17's escorted by ME-109's rise out of airbases in France and Germany and head for 
the English Coast. There, waiting to meet them are squadrons of British Hurricanes and Spitfires. The day is bright and 
warm, the foe is sighted, the Spitfires dive... 


Relive this battle and many others with your own sets of Croissant Miniatures airplanes. These 285th 
scale, single-piece metal planes are the finest detailed models on the market. 


. For more information contact: 


" outstanding and in all ways exceptional. — 
They are extremely well researched and 
exceptionally sculpted,” 
Review from The V.I.P. of Gaming Magazine 
Sept./Oct. 1986 


Croissant Miniatures | 
... PO Box 510 Lakewood, CA 90714-0510 
or call: (213) 496-1154 
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by Admiral Cervera y Topete Cape 
Verde Squadron and the U.S. 
Flying Squadron under Commodore 
Schley, with the Americans 
catching the Spanish as they 
attempt to enter Santiago Harbor. 


(5.31) The following undamaged 
ships are available: 

Spain: Colon, Oquendo, Teresa, 
Vizcaya, Flot #4. 


U.S.: Massachusetts, Texas, Col- 
umbia, Brooklyn, Minneapolis, and 
Montgomery. 


(5.32) How to win: 
Spanish player: The Spanish 
- player wins if at least two units 
disengage from the Americans (and 
enter Santiago harbor). 
U.S. player: The U.S. player 
wins by sinking at least four of the 
Spanish ships. 


(5.4). Scenario 4: Confrontation 
at Santiago 

On 31 May, 1898, the U.S. 
Flying Squadron under Schley 
exchanged fire with the Spanish CA 
Colon as it blocked access to Santia- 
go Harbor, protecting the Spanish 
ships inside. 


(5.41) The following ships are 
available: 

Spanish: Colon (lócatédà in San- 
tiago ChanneD, Oquendo, Teresa, 
Vizcaya, Flot 44, San Francisco 
Collier, Reina Mercedes (inside 
Santiago Harbor). The Santiago 
port batteries are active. 

U.S: Massachusetts, Texas, lowa 
Brooklyn, Columbia, Minneapolis, 
and Montgomery. 


(5.42) How to win: 

Spanish player: The Spanish 
player wins if the Colon is not sunk 
and if he inflicts more hull damage 
on the U.S. squadron. 

U.S. player: The U.S. player 
wins by sinking the Colon in the 
channel and silencing at least two 
batteries, or by forcing entry into 
the harbor and inflicting more hull 
damage on the Spanish squadron. 

Any other outcome is considered 
adraw. 


(6.5) Scenario 5: Spanish Consol- 
idation 

This scenario projects the recall 
of the Cape Verde Squadron back to 
Cadiz before engaging the U.S. Af- 
ter extensive repair to the Cadiz 
Squadron, the combined Spanish 
fleet sails for the Caribbean where 
it confronts the U.S. battle fleet 
(Flying and 2nd North Atlantic 
squadrons) in one of the largest 
naval battles between Trafalgar 
and Jutland. 


(5.51) The following ships are 
available, with damage points as 
indicated in parenthesis: 

Spain: Pelayo, Carlos V, Colon, 
Oquendo, Teresa, Vizcaya, Alfonso 
XIII, Aragon (1), Lepanto, Vitoria, 
Flot #1, Flot #2 (1), Flot #3 (1), Flot 
#4, Flot #5 (1), Flot #7, Flot #8, 
Flot #9, Flot #10. 

U.S.: Indiana, Iowa, New York, 
Massachusetts, Oregon, Brooklyn, 
Texas, Minneapolis, Montgomery, 
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Columbia, Cincinnati, Detroit, New 
Orleans, Marblehead, Amphitrite, 
Puritan, Terror, Miatonomoh. 

Options: Spain adds the Astur- 
ius. U.S. adds the Chicago, Newark, 
and Flot #7. All Spanish vessels are 
undamaged. 


(5.52) How to win: 
Either player wins by inflicting 
more hull damage on the opponent. 


(5.53) Special rule: 

The engagement begins at long 
range and there must.be at least 
three exchanges of gunfire at close 
range before withdrawal is possible. 
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James E. Meldrum : 


Trenchfoot is GDW's game 
simulating trench warfare during 
some of the conflicts of the early 
20th century. As a wargamer 
interested in 20th century conflicts 
I feel that Trenchfoot is a worth- 
while simulation of trench warfare, 
missing something -- machineguns. 
Machineguns had a tremendous 
impact on warfare during the First 
World War and were one of the 
factors which lead to the 
construction of the trench lines 
which in turn resulted in a 
stalemate for the entire middle 
portion of World War One. 


During almost any infantry 


assault on a trench the attacking 
troops had to contend with 
machineguns emplaced somewhere 
in the defending section of the 
enemy trenches. As a result, it is 
surprising that GDW did not 
include a scenario and rules to 
simulate the use of machineguns 
and-at least one scenario to 
simulate an assault upon a 
machinegun nest. 


The purpose of this article is to 


simulate this particular situation — 


by letting the BAR units in the 
game represent machineguns. 
While the BAR is, for all practical 


purposes, a light machinegun it 
should be remembered that 
machineguns of this period were 
heavy, bulky, water-cooled weapons 
which were mounted on tripods. 
The rules included in this article 


. are intended to simulate these early 


machineguns. 


MACHINEGUN RULES 


BAR units are used to represent 
machinegun units. No more than 
one BAR unit may be used in any 
scenario in which the use of a 
machinegun is also being simu- 
lated. Machinegun units may fire 
up to seven shots per turn and are 
bound by the same multiple shot 
rules as the BAR. Machineguns 
may not be moved once they are 
placed on the map. The man 
operating the machinegun is 
assumed to be always standing still. 
Rechambering is not used with a 
machinegun, and machineguns al- 
ways have an 0 melee value. 


Two soldiers must operate a 
machinegun in order for the 
weapon to operate at peak efficien- 
cy. Asa result there must always be 
another soldier adjacent to the BAR 
unit which is simulating a 
machinegun in order for the 
weapon to fire seven shots a turn. If 
for some reason there is. only one 
soldier operating the machinegun it 
may only fire up to five shots per 


turn. All machineguns are assumed. 


to be equipped with a 175 shot 
magazine. 


SCENARIO 
THE MEUSE - ARGONNE 
SEPTEMBER, 1918 


Finally enough US troops had 
arrived in France and were able to 
make a significant impact on the 
conduct of the war. Here, German 
troops make a counterattack on a 
US machinegun emplacement. 
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Trenchfoot by GDW- 


Defenders: Americans 

1 soldier armed with a BAR 
(machinegun) i 

3 soldiers armed with 1903 
Springfield bolt action rifles (5 
round magazine) 

1 officer armed with a Colt .45 
automatic pistol (7 round maga- 
zine) ; 

2 grenadiers 


Attackers: Germans (reserves) 

1 officer with a Luger automatic 
pistol (8 round magazine), and 
sabre 

2 grenadiers 


11 riflemen with Mauser Model 
98 bolt action rifles (5 round maga- 
zines) 
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In the world of | 
SQUAD LEADER 


all faithful players |. 
should rally to 


ON ALL PETS 


The source for in-depth 
reports on all of the 
SQUAD LEADER games 
and gamettes, 
specializing in articles, 
new scenarios, and a 
national player rating 

system. | 


For more information, please 
write to: 
On All Fronts 
P.O. Box 265 
Marshall, AR 72650 


One year, 12 newsletters, is only 
$12.95 or a half year (6-issue) trial sub- 
scription is only $7.50. All payments must 
be in U.S. funds and made payable to 
M.C.C. Overseas subscriptions are $15.00 
per year for surface mail. 1 
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SPECIAL RULES 


All machinegun rules in this 
article are in effect. 


VARIANT 


Use all German units (regular 
and reserve) to attack the 
Americans. When this is done the 
US player receives two more rifle- 
men armed as the others. 


DESIGNER'S NOTES 


Since the intention of this 
article is to simulate the use of 
machineguns within the framework 
of the regular Trenchfoot game 
without introducing additional 
counters, the BAR weapon is used 
as à machinegun unit. As it is, the 
BAR amounts to a light machine- 
gun with a limited ammunition 


supply. 


The rules included in this game 
serve to add characteristics to the 
BAR unit which were typical of 

` machineguns of this period. They 
needed two men to operate them 
effectively. One acted as a gunner 
and the other as a loader. Since 
these weapons were tri-pod 


mounted, they were more accurate ` 


and they usually had a larger am- 
munition :supply. All of these 
factors account for the rules which 
appear in this article. 


The rationale for this article's 
existence is that. during the First 
World War machineguns were first 


used as emplaced in the trenches as. 


a defensive weapon and were used 
almost exclusively in this manner. 
During an advance, troops were 
almost always under fire from one 
of theses weapons, and suffered 
great casualties 


Rates of fire and other technical 
data were determined by comparing 
the rate of fire in rounds per minute 
from the BAR with the figures 
given for the Colt M1917A1, 
Vickers MKs 1-4, and Spandau 
machineguns. All of the 
machineguns are assumed to be 


similar to each other in terms of 
capability so they may be used by 
any nationality in any scenario. 


CAMPAIGN IN 
THE TRENCHES 


During the First World War 
trench lines were constructed more 
or less parallel to each other. 
GDW's Trenchfoot game deals 


only with the defense of, or the 


attack on, a section of one player's 
trench line. Two players, each 
having a copy of the game, may 
create a campaign game simulating 
the back and forth nature of trench 
warfare with assaults on each 
others' trenches. 


To do this, both of the maps 
from the two games are placed so 
that both of their 31xx hexrows 
overlap each other resulting in a 
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double sized map with paralell lines 
of trenches, one pair for each 
player. Since the two games are 
being used there will obviousely be 
two sets of counters for each of the 
nationalities in the game. It is 
intended that this campaign game 
should be used with the scenarios 


' included in the regular game. 


Players may use the units 
designated to be used in the 
scenarios. They may double them, 
or they may use one complete set of 
counters for any given natonality 
when it is defending and a double 
set. of counters for any nationality 
when it is designated in the 
scenario to attack. The machinegun 
rules given in this article may be 
used as well. 
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ARTILLERY SUPPORT 
Local artillery support may be 
simulated by the use of trench 
mortars (similar to the 60 and 


8imm mortars used today). Both - 


players are assumed to have 
mortars available. They are 
assumed to be just off the map 
behind each player's second line of 
trenches. The mortars are assumed 
to fire bombs which are fired, and 
explode in the same game turn 
during the Grenade Explosion 
Phase. Mortars may only be fired 
during any two game turns for each 
player. The first is before the start 
of the turn on which the mortars 
are to be fired each player rolls a die 
to determine how many mortar 
bombs will arrive in the current 
game turn, with the die roll being 
equal to the number of bombs which 
may be used. In terms of game 
mechanics, mortar bombs may be 
fired at any target on the map, but 
they must always roll for scatter 
using the Long Range (15+) 
column on the Grenade Scatter 
Table. Mortar bombs explode as 
soon as they land and are treated as 
though they were exploding 
grenades and their explosions are 
resolved on the Grenade Table. 


A NOTE ON WEAPONS 
US officers may also use 6 shot 


revolvers which have all of the - 


characteristics of the revolvers used 
by the British. Revolvers are also 


governed by all of the information 
given on the Weapons’ Informa- 
tion Chart. US revolvers do have 
one unique characteristic and that 
is that they may be reloaded in only 
two turns.This is because the US 
.45 caliber Smith and Wesson and 
Colt revolvers used in World War 
One used half moon clips for the 
cartridges which drastically 
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reduced reloading time. All US 


. revolvers are .45 caliber and the 


effects of a hit on a soldier by one of 
these weapons is considered to be 
the same as for the Colt .45 
automatic pistol. 


Attention . 
Game Convention 
Organizers! 


GAMA, the Game Manufacturer's Associ- 
ation, is interested in your bid to host its 
Origins convention on a national or 
regional basis. Yes, smaller, regional 
Origins bids are now being accepted! 
Contact the Site Selection Chairman: 

Martin Wixted 

c/o West End Games 

251 W. 30th Street 

New York, NY 10001 
for a bid application form. Why not host a 
regional Origins in your area? 
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Salvo by Salvo 
a variant for War at Sea 
by Jeffrey H. Wilson 


This variant is designed to add 
realism to The Avalon Hill Game 
Company’s War at Sea at the cost of 
increased playing time. Basically, 
count each hit as one, and only one, 
point of damage. (Submarine hits 
are still treated as usual, with a 
second die roll to determine the 
amount of damage inflicted by each 
hit). 


This will create running 
engagements that will result in the 
loss of a capital ship being the 
exception, rather than the rule. 
Haven't you, the War at Sea player, 
experienced the loss of a battleship 
to a mere cruiser? No longer! 


Tactics will change for players 
of War at Sea when using Salvo by 
Salvo. Axis ships limp back to port 
for repair and remain a threat. 
Allied warships are tied down on 
patrol simply by the existence of the 
Axis "fleet in being." Axis warships, 
meanwhile, come under Allied air 
attack while in port completing 
repairs. 


In the Mediterranean Sea, 
opposing fleets fight a battle of 
attrition for control of those vital 
waters. Numerous damaged 
warships retreat back to port for 
repairs and to fight another turn. 
The elimination of a major warship 


MAKE THE STRATEGIC MOVE 
` AND SAVE! Send for your FREE 
Complete Gaming Catalog. 


Strategic 
Moves 


STRATEGIC MOVES 
Dept. A’ S ' 
#36 The Arcade € 65 Weybosset Street 
Providence, Rhode Island 02903 
(401) 351-0362. 


AH's WAR AT SEA 


can be crippling. The Allied player 
must balance the number of ships 
under repair against a strong 
blockade of German ports and 
holding the Italian navy in check. 


For better play balance, the 
Italian navy should be restricted. 
Only ships that roll a five or six 


. Should be permitted to sortie that . 


turn. This simulates the limited 


initiative permitted the Italian . 


navy during the Second World War. 


How well will Salvo by Salvo 


work in Victory in the Pacific? © 


Fine! The Japanese Navy suffers 
from a severe inability to repair 
battle damaged ships while the 
United States Navy's repair ability 
only increases. Japanese aircraft 
carriers sink more easily than their 
American counterparts. Unless the 
Japanese player destroys the 
American navy early in the game, 
the Japanese position steadily 
declines. 


By late 1943 the Japanese navy 
finds itself in a defensive role. After 
the disaster of Leyte Gulf, the 
Japanese navy’s principal warships 
were, for the most part, badly 


ACRES 
£ ; D 


yat" m 
uma Jai ES 


24 


Juss pen ull 


T TN. NS te 
Eo d SS. N 


| 55 


damaged and unable to engage in 
further combat. This is exactly the 
position that playing Salvo by Salvo 
often brings the Japanese player to. 


Salvo by Salvo brings out a more - 
realistic feel.in War at Sea without 


adding new counters, complicated 


rules, or changing ship values. It is 
a simple modification to the War at 
Sea combat system and has been 
play tested for many years. 


VICEROUS 


Explore, Exploit 
and Conquer the 
New World! 


Up to seven players compete to explore and 
carve out empires from the new lands — but thats 
only half the fun. Opportunities abound for treach- 
ery, piracy, threats, alliances, bribery, trading, 
double-dealing and warfare. oe 


Seed 
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GAME FEATURES: 
* Any number, up to seven, can play. 
* Plenty of action, card playing, back- 
stabbing, etc. 
* Solitaire scenario included. 
* Colorful period map. 
* Numerous paths to victory. 
* Three full scenarios (Basic, Christopher 
Columbus and The Spanish World). 


Designed By: Mark G. McLaughlin 


Produced By: The East Wind Rain 
Co. and Task Force Games 
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A NUCLEAR BLAST 
(Or, better luck next 
time!) 


Fiction By: 
Perrin D. Tong 


Playtested By: 
Perrin D. Tong, 
Karl Heidt, 
William Johnson, 
Christopher Allison 


Game Designed By: 
Doug Malewicki 


Published and 
Copyright By: 
Flying Buffalo, Inc. 
P.O. Box 1467 
Scottsdale, AZ 85252 


The following story you are 
about to read is true (as card games 
go) and based on actual events (as 
cards are played). These events are 
based on the Nuclear 
War/Esculation™ card games, both 
of which are published and 
copyright by Flying Buffalo, Inc. 
Only the names of the people and 
the places have been changed to 
protect the innocent (and the victim 
of such an embarrassing and 
astonishing course of events). Any 
resemblance between anything in 
this story and real life as we know it 
is mere coincidence. 


The Time: 11:43pm. 


The Date: Friday, 29 Febru- 
ary1987. 


The Place: A hotsy-totsy and 
very ritzy hotel on a high-class, 
luxurious main street in the 
wealthy section of a New York 
suburban city not too far from the 
United Nations Building. 


The Situation: Count Fulovitt, 
ambas-sador to the country of West 
Tongia, is at a United Nations party 
indulging a bit too heavily and 
begins an irreversible act of great 
embarrassment to his home 


country. 


“To Tongia!” boasts Count 
Fulovitt as he raises his martini 
glass rather quickly and sloppily. 


The Count is.an ambassador to 
the United Nations from West 
Tongia, a militarily and politically 
powerful country, despite the 
appearance of the Count. 


“I drink to Tongia, you drink to 
Tongia, we all drink to Tongia!", he 
reiterates and quickly gulps down 
his martini, olive and all. 


"Now, now," consoles the 
Princess Dee placing her arm 
around the Count's hefty middle. 
"Let's not get carried away just yet 
County-poo. After all, the night is 
still young ya” know,“ she giggles as 
she lightly kisses the Count’s ear. 


The Princess Dee, daughter of 
King Ortega of East Or Elsinore, is 
a thin, bubbly tramp, but a high 
class tramp. That's probably why 
the Count and the Princess get 
along so well. Birds of a feather... 


But the Count had already had 
too much to drink. However, not 
even he is fully aware of this as he 
latches on to the Princess. With his 
free had he reaches across to grab 
another drink as a waiter walks by 
with a tray half full of martinis, but 
the Count’s coordination is off. 
Instead of grabbing a martini he 
grabs hold of the waiter’s wrist, 
toppling the beverages onto General 
Walter M. Duck and his wife 
Notouchya of East Or Elsinore. The 
startled General's wife jumps back 
and bumps into the Sheik of Dessert 
Places whom, of course, loses his 
balance and starts a chain reaction 
of events that brings the entire ball 
room to a nearly uncontrollable riot 
of embarrassing proportions. 


The drunk Count, of course, 
thought this to be quite humorous 
and began laughing uncontrollably. 
The room slowly became silent with 
the exception of the Count's 
laughter. Slowly he looks around 
the entire ball room as he slowly 
ceases his laughter, until finally his 
gaze falls upon Princess Dee. All 
eyes were upon the Count. He 
began to grin as his eyes moved 
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from her eyes, down pass her nose to 
her ruby lips, and. then , even 
further below her chin into her 
cleavage where he stared morosely 
for what seemed like hours until he 
closed in and gave up his evenings 
indulgings to his Princess with a 
loud, messy "Ralph!" 


Needles to say, that nights 
events were all over the newspapers 
during the following days, and you 
can imagine what some the 
headlines read! And the face of the 
country of West Tongia was greatly 
reddened. Not only was the count 
quietly removed from his position 
(to who knows where!), but King 
Soenso had to hastily begins his 
attempts to restore diplomatic 
relations with the insulted nations 
of Fulovitt's blunders, and 
especially with East Or Elsinore. 


Also headlining many news- 
papers was the "baby-boom" of East 
Or Elsinore. The Department of the 
Census had previously released 
secret information that during the 
past 2 years their population had 
increased by 5 million people, 
bringing the total population of East 
Or Elsinore to a booming 103 
million people! 


East Or Elsinore’s Minister of 
Propaganda, Lord Kwicktung II, 
saw this as an opportunity to gain 
popularity in the eyes of the 
"enemy's" people (namely, the 
country that was responsible for 
sending such drunken trash as 
Count Fulovitt to an important UN 
party). Immediately, Lord 
Kwicktung II prepared a pre- 
sentation to be broadcasted over 
radio and television, in newspapers 
and magazines, on billboards and 
banners and on bumper stickers. It 
was a massive campaign that went 
over marvelously! Soon, people of 
West Tongia began migrating to 
East Or Elsinore by the thousands. 
Before long about 5 million people 
had left West Tongia. King Soenso 
was soon informed of this migration 
and initiated clever obstacles 
(otherwise known as red tape!) were 
successfully employed in various 
travel systems. 


King Ortega of East Or Elsinore 
disapproved of this (of course) and 
demanded that these restrictions 
and regulations be lifted so that the 
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“people of the world“ (as he put it) 
could freely choose which country 
they wish to be a citizen of. 
Naturally, King Soenso flipped him 
a bird. King Ortega ordered Gener- 
al Duck to prepare a Minuteman 
Missle for launch as soon as 
possible. The General immediately 
began barking orders in all 
directions. The "stuff" began rolling 
downhill through the chain of 
command, rather quickly l might 
add, also. 


. Meanwhile, steps had to be 
taken against East Or Elsinore to 
prevent or deter them from 
continuing such propaganda and to 
keep Tongia’s people where they 
were. In addition, King Soenso had 
to do something in response to the 
readying of a Minuteman Missle so 
he issued instructions to Admiral 
Heim who ordered a nearby 
submarine with nuclear warheads 
into range of East Or Elsinore. 
Commander Kent of the West 
Tongia Defense Command was also 
instructed to be on the alert. 


Both nations are now at DEFCON 2. 


Great tension begins to build 
between East Or Elsinore and West 
Tongia. Several hours of threats, 
military maneuvers and outright 
advances upon each other quickly 
bring both nations to DEFCON 3. 


Suddenly, almost without 
thought, King Ortega orders the 
Minuteman Missle to be launched. 
After several moments of turning 
keys, pressing buttons and flipping 
switches the American-made 
Minuteman carrying a 10 megaton 
warhead was on its way to West 
Tongia. Minutes later and the 
reality of the situation is realized. 
King Ortega, General Duck and 
other high ranking officials start 
heading for their bomb shelters. It’s 
then that King Ortega realizes that 
his country is not well protected 
from a nuclear exchange. As a 
matter of fact, the Command 
Shelter was not the best bomb 
shelter but it was the best protected 
shelter in the entire country. All of 
a sudden, King Ortega felt a weight 
of his decision come crushing down 
upon his very soul. 


Brilliant planning and prepara- 
tions by Commander Kent allowed 


for the immediate response to the 
launching of the Minuteman Missle 
by East Or Elsinore with the 
launching of a Nike-Zues Inter- 
ceptor. The Interceptor was 
launched from a secret strategic 
location that is very close to the 
border of East Or Elsinore on an 
allied military base. The 
Minuteman Missle was intercepted 
rather quickly over. East Or 
Elsinore territory, leaving a 


radioactive cloud to hover over their . 


country. 


Soon after the Interceptor was 
launched Commander Kent 


: informed West Tongia Command. 


Within five minutes orders were 
sent to Admiral Heim's submarine 
and a Polaris Missle carrying a 10 
megaton warhead was launched. 


The effect of an atmospheric 
detonation within the radioactive 
cloud had devastating effects over 
East Or Elsinore.. The air above 
grew red and hot with fire. The 
downward blast toppled city after 
city as a tidal wave of fire and 
radiation was dragged across the 
countryside. Unfortunately, the 
country of East Or Elsinore was not 
totally prepared for the attack. 


After only a few days King 
Ortega had realized that his "civil 
defense coupon" was spent. Only 5 
million of his people had come to 
survive the nuclear exchange. That 
meant that 98 million people had 
been killed! The thought unnerved 


him. Lord Kwicktung II, stunned, 


confused and acting out of 
desperation did not know what he 
was doing when he started flooding 
the airwaves with all his 
propaganda tapes. The result was a 
complete failure. But East Or 
Elsinore wasn't out of it yet! 


Not wanting to suffer damages 
himself King Soenso contacts King 
Ortega with terms for his surrender. 
Naturally,. King Ortega flips him a 


.bird, but keeps up communications 


and negotiations just long enough 
to mobilize his forces abroad. 
However, most of his uniformed 
armies and navies are easily 
recognized and captured or 
destroyed. All that remains is the 
Loyal Order of East Or Elsinore 
Spies and Traitors. Even under the 
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threat of complete destruction King 
Ortega plays the courageous 
underdog. King Soenso orders the 
readying of another missle. Soon , a 
Titan Missle is armed with a 20 
megaton warhead and moved to a 
launch pad. 


Meanwhile, the Surgeon 
General of West Tongia announces 
that a secret formula for CLONING 
has been discovered. Soon after the 
announcement the Loyal Order of 
Spies and Traitors begin their work 


of capturing this formula and 


smuggling it back to their badly 
crippled country. Soon, the 
population of East Or Elsinore is 
doubled! 


King Ortega cleverly leaks 
information that a Saturn Missle is 
in an under-ground silo, equipped 


.with a fully automated postwar 


computer system and has been 
programmed and aimed at West 
Tongia. 


General Stacy reports to King 
Soenso the location of the majority 
of East Or Elsinore survivors. He. 
also reports that the Titan Missle is 
ready for launch. The Titan Missle 
is launched. It is targeted for the 
center of that population and set for 
a low burst. Within an hour reports 
start coming in. No sign or 
detection of survivors can be found. 


Over the next few days the dead 
count is confirmed. But what of that 
Saturn Missle...? 


As always, Commander Kent 
was well prepared. When the 
Saturn Missle did finally show itself 
a Sprint Interceptor was launched to 
meet it. And not a moment too soon; 
the missle was armed with a 50 
megaton warhead and aimed at the 
Tongia Federal Nuclear Stockpile. 
Fortunately, the Saturn Missle 
needed to climb to a high altitude 
(where it was intercepted) before 
descending for attack. The 
radiation fallout from the explosion 
drifted off into space. 


The country of West Tongia 
survived. No damages. No casual- 
ties. No loses. No new contenders. 
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1- Orbital Burst! Taget plas er: r loses one turn, no 1o damage, 
8 - Your missi t 


10 - Dirty, Neutron Bomb creates seek lethal doses of leg ar 
| 0. million. People! 


“ROLL AGAIN SPECIAL” 


This “Roll Again Special” chart may be used when rolling dice after dropping a Warhead. To do so 


simply roll again after a seven (7) is rolled on the first chart. 
Over $1,500 in prizes to players 


of GDW’s Battle for MOSCOW 


Beginning wargamers are encouraged to compete!! 


Yes, the free introductory wargame from Game Designers’ Workshop and 
Fire & Movement's Beginners’ Guide to Strategy Gaming will be a major game 
competition to encourage new wargamers to try our hobby. 


All participants will receive a free copy of Battle for Moscow. Other prizes 
are listed to the right, adding up to over $1,500 in total value! 


The tournament will be held at STRATEGICON's GATEWAY '87 game 
convention, being held over Labor Day Weekend (September 4-7) at the Los 
Angeles Airport Hyatt Hotel. Battle for Moscow game designer Frank 
Chadwick, as well as GDW's Mark Miller, will be guests of honor. 


To enter, you need only register for GATEWAY ’87. Pre-registration is 
$20.00 if received by August 24th, 1987, or $25.00 at the door. T'here is no event 
fee, but you must request that you wish to participate in the Battle for Moscow 
tournament. Payment should be sent to, or for more information write: DTI, 
Dept. GW '87, 5374 Village Road, Long Beach, CA 90808, or by calling DTI 
during business hours at: (213) 420-3675 (MasterCard and Visa excepted). 


Tf you would like to begin sharpening your skills at Battle for Moscow, 
you may obtain a free copy by picking one up from DTI at the above address 
during normal business hours, or by including an extra dollar with your pre- 
registration fee for postage and handling so that one can be sent directly to you. 


Sponsored by: Game Designers' Workshop e3W e 
STRATEGICON Quality Game Conventions € Battleplan 
* Breakout € CounterAttack è Fire & Movement e Games 

Research and Development è The Grenadier e RBM 
Graphics € Strategy & Tactics è Victory Games € The 
Wargamer * The Weekend Warrior € West End Games è 
and Game Stores throughout the West... 


X Xx 
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A Prize Awards 


1st Prize 
Complete set of available GDW Europa Series Games è 
Mint, unpunched copies of Drang Nach Osten! and 

Unentschieden donated by The Weekend Warrior € Victory 
Game's Pacific War € West End's East & West Front Tank 
Leader € 20 back issues of The Wargamer € One autographed 
game cover sheet from RBM Graphics 91-year subscriptions to 
Battleplan, Breakout, CounterAttack, F&M, Grenadier, S&T 

and Wargamer magazines € plus a plaque and gold medal. 


2nd Prize 
GDW's Fire in the East and Scorched Earth Games e 
Victory Game's France 1944 € West End's Against the 
Reich € 15 back issues of The Wargamer € One autographed 
game cover sheet from RBM Graphics € 6-month subscriptions 
to Battleplan, Breakout, CounterAttack, F&M, Grenadier, 
S&T and Wargamer magazines ® plus a silver medal, 
3rd Prize 
A GDW $30 Gift Certificate e Victory Game's France 1944 € 
10 back issues of The Wargamer magazines @One autographed 
game cover sheet from RBM Graphics € plus a bronze medal. 
Ath Prize 


A GDW $10 gift certificate € Victory Game's France 1944 e 5 
back issues of The Wargamer € plus a bronze medal. 
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Have you ever noticed how all 
the unit counters pictured in 
_Magazines and on’ game boxes are 
perfectly cut, and never ragged or 
worn? On the other hand, have you 
looked at your own, real life 
counters? For the most part, they 
appear to have been put through a 
meat grinder through constant use 
in battle after battle, and campaign 
after campaign. 


Then there is the problem of 
uneven edges causing high density 
units to fall, or catch on each other 
knocking over adjacent stacks. Add 
to this the frustration of the 
counters not fitting into their 
allotted spaces and you have 
counter fatigue. 


The following are a few hints 
and suggestions that when followed 
will give you better looking, longer 
lasting counters, and which will 
help combat “counter fatigue”. 


1. Punching out the pieces 
When you buy a new game remove 
the counters from their frame 
carefully or your playing pieces may 
very well come out torn and ragged. 
The best way of doing this is to run a 
sharp blade carefully along the die 
cuts, taking care at the corners and 


between the counters themselves. If. 


done properly this will ensure that 
the counters come apart easily and 
with no rough edges. This gives the 
little devils a good start in life. 


2. Repairing worn counters 
No matter how careful you are with 
your games, the most popular will 
will become worn and fatigued from 
prolonged use. These pieces can be 
easily rejuvenated with a little time 
and effort on your part. 


By Thomas Boeche 


First of all, if you're troubled by 
rough edges that either weren't cut 


out properly in the beginning, that . 


just got worn that way, you can use 
a fingernail clipper or an emery 
board and carefully remove them. 


Next, if your counters are torn, 


' a spot of white glue applied with a 


Toothpick under the loosened 
portion will securely hold it in place. 
If you would prefer, a small piece of 
transparent adhesive tape wrapped 
around the counter will accomplish 
the same thing. However, the gluing 
is the better of the two. 


If the symbols or numbers on 
your counters are worn away, a 
magic marker of the correct shade 
will color in the worn spot and make 
it look as good as new. 


If you need to repair a white 
symbol, or color in the background 
on a white counter, you can use 
thinned out typewriter correcting 
fluid. 


3. Storing pieces properly 

To keeping your counters looking 
new and to reduce wear and tear on 
them, proper storage is a necessity. 
Many games come with plastic 
Storage trays and they are the best, 
however, many games do not 
provide these, and since they are 
expensive to purchase on their own, 
a good substitute is necessary. 
Plastic ziploc bags are excellent for 
this since they are transparent for 
easy identification of enclosed 
counters, fit easily into game boxes, 
and are inexpensive and easily 
obtainable. 


Storage of counters is important 
and the little, extra effort it takes to 
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Store your game components 
properly will save you a great deal 
of time and aggravation when it 
comes to setting up the game for 
play. And more importantly, proper 
storage will enhance the life of your 
counters. 


4. Benefits and rewards 

There are several rewards you 
will receive from having a set of 
rejuvenated counters. 


First, your game will be more 
pleasing to the eye, and in many 
cases, easier to distinguish one 
counter from another. also, play will 
run smoother without jagged 
counter edges messing up the board 
and charts. 


Secondly, Your counters will 
last longer and this means more 
games can be played before 
replacement games have to be 
purchased. 


Thirdly, a set of sleek, good- 
looking counters makes playing any 
ame more enjoyable and when you . 
invest your hard earned money in a 
game of any kind, you want it to 
look as good as possible for as long 
as possible. 


These few suggestions should 
increase your gaming enjoyment. 
They will take a little bit of time to 
implement, but are worth it. Give it - 
a try, and happy gaming. 


From GR/D, Approved for Use with Europa™ 
Europa Play Aids 


NEW, NOW AVAILABLE 
Kit 4: Scorched Earth 

three 50% reduction Europa maps for Scorched 
Earth | 

four play aid charts: one Axis and two Soviet rein- 
forcements charts; one combat results table/terrain 
effects chart condensed on a single page for ease of 
reference 


ALSO Kit 1: Fire in the East............... .$9.95. 
six 50% reduction Europa maps for Fire in the East 
six play aid charts, including air distance, rail 

distance, and off-map air display charts 


Kit 2: Desert Pak 

four 50% reduction Europa maps for Western 
Desert and Torch 

four play aid charts: air distance, road/rail 
distance, port status, off-map air display charts 


Kit 3: Narvik 

two 50% reduction Europa maps for Narvik 

six play aid charts, including invasion planning, 
air distance, rail distance, off-map air display, and tac- 
tical display charts 


Coming Soon from GR/D 


(Please do not order until availability is announced.) 


Kit 5: Spain 
two 50% reduction Europa maps of all of Spain; play aids charts; Allied invasion 
of Spain hypothetical scenario 


EBM™: Europa by Mail, a complete play-by-mail system compatible with Europa 
Europa Players’ Association": An organization sponsored by GR/D.and GOW 


dedicated to Europa gamers everywhere. It will include a newsletter and contact ser- 
vice. Watch for more details in summer 1987! 


Ordering Instructions: Europa Play Aids kits are available in fine hobby stores 
or by mail from GR/D. When ordering by mail, include $1 postage and handling per 
kit ordered. GR/D kits are not available from GDW, and GDW products are not 
available from GR/D. 


Game Research/Design 


GR/D, P.O. Box 591, Grinnell, IA 50112 


Europa is a trademark owned by GDW. EBM and Europa Players’ Association are trademarks owned by GR/D and GOW. 
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Gamer’s Guide: 
Classified 


The Gamer’s Guide: Clas- 
sified is a service we provide our 
readers. As you might expect with 
ads of this kind, “let the buyer 
beware.” This magazine makes no 
guarantees to any seller's claim, 


nor is responsible or liable for 


such. You’re on your own. ' 

Each ad is allowed 30 words 
of text plus a name, address and 
pone numbers (home, indicated 

y an H-; and work, indicated by a 
W-) and runs for three consec- 
utive issues (or, for Conventions, 
until the convention begins, 
whichever comes first!). 

There are 8 categories in 
which you may place your own ad: 
Opponents Wanted, $1; Buy, Sell, 
Trade, $2; Game Clubs, $4; 
Conventions, $4; Publications, $8; 
Play-by-mail, $8; Retail, $8; and 
Wholesale, $8. The costs for run- 
ning different types of ads are as 
indicated. 

All ads should be sent, along 
with checks or money orders made 
payable to: 

BATTLEPLAN 

Dept: GGC 

P.O. Box 8399 

Long Beach, CA 90808 


Opponents Wanted 


Looking for Air Force (AH) or (BL) FTF 
layers in the LA area plus Dawn Patrol or 
ings. Also interested in learning Up Front. 

Cory Wells 
P.O. Box 82 
Malibu, CA 92065 


Local game simulation design group looking 
for gametesters of original and Paowa games, 
mostly multi-player boardgames with 
computar assist and militar and 
socioeconomic themes. Must be 2] or older. 
R. C. Chiofolo 

132 Corbett Ave. 

San Francisco, CA 94114 
H-(415) 621-0232 


AH Classics, Chess, Risk!, Monopoly, 
Diplomacy, Third Reich. 

Tim Towery 

13985 Olive Grove Lane 

Silmar, CA 91342 

H-(818) 362-1222 

W-(818) 902-9522 


FTF opponent wanted for WSIM, Fiat Top, 
Submarine, or Ironclads. I'm also interes! 
in naval miniatures but don't know a good 
beginner's system. 

Paul Lebowitz 

716 Broadway St., 422 

El Cajon, CA 92021 

H-(619) 447-5118 


Wanted: Modern and WWII Micro Armor 
players. Challenger rules and Combined 
Arms or others. Other eras, too: 

Rolf Kirby 

15 San Mateo Rd. 

Berkeley, CA 94707 

H-(415) 526-2771 


Wanted: Modern and WWII Micro Armor 
players. Challenger rules and Combined 
Arms or others. er eras, too. 

Peter McClure 

15 San Mateo Rd. 

Berkeley, CA 94707 

H-(415) 845-3178 


Wanted -FTF or PBM opponents for most AH, 
SPI, TSR, 3W, West End Games, especially 
WWI, Civil War, Napolionics and Modern. 
John W. Loggat IO 

1222 Calle Las Trancas 

Thousand Oaks, CA 91360 


Buy/Sell/Trade 


For Sala: Victory's Civil War, Vietnam, 
Korea, $15; AH's Flattop, Squad Leader, 
Firefight, $15; AH's Gettysburg (new), 
Fortress Europa, 3rd Reich, $10. 
n Harb 
10341 Lassen 
Los Alamitos, CA 90720 


Wanted: Wars of Heligolandisch Succession, 
Little or No Mercy, 3-M at reasonable prices. 
For Sale: SPI Ti, Berlin '85 and S&T's, 
many more. Send for list of sales and wants. 

John Farewell 

81 Midland Ave. 

Stanford, CT 06906 


Wanted to buy: Len Pulsipher's Diplomacy 
Variants published by Zocchi. Will accept 
xerox copies. Interested in other Diplomacy 
literature and variations, Willing to pay 
reasonable price. 

Jeff Schwartz 

P.O, Box 6065 

Alhambra, CA 91802 

H-(818) 281-4310 


Vive L'Empereur! Diehard Cuirassier 
PINING for La Bataille de la Moskowa! GDW 
or Marshall Enterprises. Price depends on 
game's condition, Also interested in 
replacement" games for my collection. Send 

SASE. 

Sergio R. Mandiola 

1372 Smokewood Drive 

Santa Ana, CA 92705 

H-(714) 731-1647 


Wanted: Old and out. of print wargames. 
Especially North Africa. Send list with prices 
and conditions. . 

William T. Fischer 

11315 Peacon St., #19 

San Pedro, CA 90731 

H-(213) 831-1711 

W-(213) 377-1543 


Buy, sell, trade: boardgames, new and used: 
miniatures, painted or unpainted 15mn; call 
or write, Will negotiate almost anything. 

Norris Hazelton : ! 

3530 N.E. 182nd Street - 

Seattle, WA 98155 

H (206) 364-1825 


Old SPI games (pre-TSR), shrink wrap, 
unpunched, punched. Also, S.O.S. (Phoenix) 
early AH, other collector's items, Want ol 
S&Ts (pre-TSR), new GDW (Europa series), 
wooden piece RISK! Sell Lionel. ! 

Edward V. McDermitt 

8000 Wildwood Dr. 

Tacoma Park, MD 20912 

H-(301) 489-3721 


Civil War gamers: large collection of Civil 
War games to buy, sell or trade. If you're 
interested in receiving and/or writing for a 
Civil War gaming newsletter, please let me 
know. 

Bill Koff 

146 Chimney Lane 

Wilmington, NC 28403 

H-(919) 392-5145 

W 4919) 763-7497 


Wanted: 15mm naw Minifig Napoleonics and 
Ancients, 1/1200 Napoleonic ships, Bandai 
1/2000 WWII ships, related books and 
magazines, Miniature Wargames #5, Phoenix 
metal figurines. 

Steve Marthinsen 


H-(415) 456-1540 


Buy, sell, trade Wargames! SPI, Avalon Hill, 
GDW, old SW, etc. I have numerous collector's 
items available. Also wargaming magazines. 
Send SASE for multi-page listing. 

Paul O. Kramer. 

10919 Gulf Freeway #4315 

Houston, TX 77034 

(713) 946-3061 


New condition games for sale: Royal Navy 
(Quarterdeck), Grant Moves South (signed 
and numbered by designer). Both fast playing, 
sweeping movement, quality simulations. 
Write for prices. 

Eric Lawson 

5314 Ridgeview Circle #6 

El Sobrante, CA 94803 

H-(415) 223-3242 


Game Clubs 


Santa Fe Springs Gamers Association, All 
types of BG's and RPG's. All ages. New 
members welcome! Tues/Thurs 5-9pm, 
Saturdays 9am-5pm. Town Center Hall, 
11740 E. Tele raph Rd, Santa Fe Springs, CA 
or call (214; 863-4896 during club hours. 


Why not list your game club here? Sea 
instructions at the beginning of the 
Classified, and start finding more gamers in 
your loca] area! 


Suppose You Threw 
A Game Convention 


And Nobody Came? 
List today in the Classifieds. 


Conventions 


ON ALL FRONTS, SL Rally-South to be 
held August 22 & 23 in Conway, Arkansas. 
For more info write: 

On All Fronts 

P. O. Box 265 

Marshall, AR 72650 


s 
GATEWAY 1987 at the L.A. Airport Hyatt 
hotel, Sept. 4-7th, 1987. Pre-register for only 
$20 by August 22nd, 1987. 72 ‘round the clock 
hours of board, role-playing, miniature and 
computer gaming. For more information 
write: ` 
Diverse Talents, Inc. 
Dept. GATEWAY 1987 
P.O. Box 8399 
Long Beach, CA 90808 
or call (213) 420-3675 


TOLEDO GAMING CONVENTION to be, 
held at the Toledo University October 3 & 4. 
Includes miniature events, D&D, board 
gaming, painting contest, computer clubs, 
ealer showroom, movies and auction. For 

more info write; 

Mind Games 

3001 N. Reynolds Rd. 

Toledo, Ohio 43615 


Milwaukee's Ninth Historical Wargame 
Weekend to be held at the Bucyrus-Erie Hall 
October 3 & 4. Features military miniatures 
wargames and vendors. Admission is $5 for 
day or $7 for both days plus a $1 fee to play 
each game. For more info send an SASE to: 

Joe Gepfert 

3440 S. Monterey Dr. 

New Berlin, WI 53151 


or- 
Mark Van Groll 
4502 N. 56th St. 
Milwaukee, WI 53218 


, Circle Reader Service 4.18... 


Wargames by Mail Order 


WEEKEND WARRIOR 


8116 VAN NOORD AVE. NO. HOLLYWOOD 91605 
(818) 988-1441 


Notjust another wargame mail order house! 
Specialists in hard-to-find 
and out-of-print wargames. 
Customer discounts available. 


We buy new and used games and game collections! 
No collection too large or too small. Please inquire! 


Also Headquarters for the Europa Gamers of Southern California 
Latest price list is free upon.request or send $1.00 per year 


subscription. Send payment to: Weekend Watrior, 8116 Van Noord 
Ave., North Hollywood, CA 91605. (818) 988-1441. : 
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Publications 


Savage and Soldier is now in its 21st year. 

Published quarterly at $15.00 per year and 

provides information on uniforms, battles and 

wargames of the late Victorian Era (1870- 

1914) To subscribe of for more information 

write to: 
Savage and Soldier 
23902 S.E. 42nd Street 
Issaquah, WA 98027 
(206) 392-9771 


. Fire & Movement is the independent forum 


of board and computer wargaming, The 
leading professional magazine of the hobby is 
now in its 10th year, Published bi-monthly, 6 
issues are only $20.00. For more information 
or to subscribe write to: 

Fire & Movement 

P.O. Box 8399 

Long Beach, CA 90808 

or call (213) 420-3675 


BREAKOUT! is the Australian gaming 
uarterly which covers all aspects of the hobby 
(board, role-playing, miniatures, computers 
ntasy 
nres. Subscriptions are 
or more information or to 


and play-by-mail) in all the historical, 
and science-fiction 
$12.00 for 4 issues. 


Long Beach, CA 90808 
or call (213) 420-3675 


Play-by-mail 


Grab Dots Gaming (Head GM, Dick Martin) 
has been running PBM Diplomacy games 
since 1977. $5 covers costs for the life of your 
game plus the Grab Dots fanzine, Relation. 

Dick Martin 

26 Orchard Way North 

Rockville, MD 20854 

(301) 762-4287 


WARP FORCE EMPIRES with CorGaSyl. All 
the traditional adventures of play-by-mail 
without the usual drawbacks. Write for free 
additional information or sand $4 for info plus 
rulebook. Member: GAMA, PBMA 

Empire Game Systems 

P. Ò. Box 9078-S/CM 

Van Nuys, CA 91409 


Adventures By Mail 
Get a free startar package and 2 free turns ina 
mjor PBM gmae. No strings attached. Try it 
out before paying. Write to: 

It’s a Crime 

P. O. Box 436 

Cohoes, NY 12047 


"A Small Ad Attracts 


More Business Than No Ad 
Try a Retail ad listing today! 
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Game Designer’s Guidelines for 
BATTLEPLAN magazine | 

BATTLEPLAN publishes small, "mini- 
wargames" on occasion. While the designer is 
free to chose a "hot topic," the phyiscal format 
for the published game must be able to meet 
the publishing criteria below: 
>Map size, 11" x 17" maximum, although 
smaller maps are not only permisable but 
preferred. 

Rules, no more than 3,000 words, if 
possible. Low complexity levels preferred! 

7 Counters, up to you. They can be full color, 
if needed (avoid back-printing), on cut-out 
cardstock inserts (so don't have a lot of 
stacking, either, if you can help it!). 

» Charts & Tables, don't go overboard. 

Begin by submitting a one page game 
proposal to: BP Games Editor, P.O. Box 8399, 
Long Beach, CA 90808. In it, describe 
generally the game you wish to design. 
Mention the topic, scale, complexity, and the 
number or counters, charts and tables that 
' will probably be needed to make the game. 

If the proposal is accepted for 
development, you will receive a 'go ahead' on 
it, plus our standard "Poor and Obscure" 
contract (you didn't think you'd get "Rich and 
Famous" designing little wargames did 
you?). The pay scale varies, but it is around 
$130.00 per game design, plus a royalty if we 
ever publish it seperately as a boxed game 
(don't hold your breath). You'll owe us two 
playtest copies of the game, plus a historical 
background article as well as designer's 
notes. We'll owe you the money, your name in 
the credits, and five copies of the game 
(presumably for your mother). 


Return With Article Submissions for 
BATTLEPLAN magazine 

AGREEMENT 

This agreement between BATTLE- 
PLAN magazine, a division of Diverse 
Talents, Inc., with its address at 5374 
huc Road in Long Beach, CA 90808, 
and: 


Print your name here 
ams known as Author) of: 


Insert title of article submitted 
(hereafter known as Work 


WITNESSETH 

1. The Author affirms that no portion of the Work has 
been previously published, except for citations of 
portions of the work indicated to be such with due 
attribution. 

2. The Author affirms that no portion of thís Work is 
concurrently submitted for consideration for publication 
elsewhere. 

3. Should the Work be published in BATTLEPLAN, it 
shall be understood and agreed that the Author will be 
compensatad upon such publication at the most recently 
published honorarium rate. 

4, Should the Work be accepted for publication in 
BATTLEPLAN magazine, the Author assigns all his 
rights, title and. interest in the Work to BATTLEPLAN 
magazine, or its assigns, absolutely. 


Date Submitted: 
Social Sec. # 
Author's Address: 


City: 


Writer's Guidelines for 
BATTLEPLAN magazine 


We are always looking for new contribu- 
tors, many of whom come from the ranks of 
our readers. Often our readers write their 
very first published articles for BATTLE- 
PLAN. If you feel that you can express 
yourself clearly on paper, we invite you to 
submit your variants and reviews to us. You 
may write on any game or other related topic 
which you enjoy that might be of interest to 
our readers. We will consider articles on any 
type of historical, political or military adven- 
ture gaming product, particularly new 
releases (for current reviews). Variants and 
scenarios to both new releases and old 
favorites are particularly desired , however, 
they should be more of the "play-tested" 
variety and less "experimental" in terms of 
development and game balance. 

Manuscripts should be typewritten or 


- computer printed with a dark ribbon on white 


paper, double-spaced, and amply margined. 
Computer printouts should be ragged right 
(not justified!) and burst. Game titles should 
be in upper and lower case letters and 
underlined (eg. Russian Campaign). 


Game and product reviews should be 500- 


to 850 words in length, presented in a brief, 
capsulized format (see the adjoining review 
format guidelines). We are not looking for for 
in-depth analysis in a game review, merely 
brief concise descriptions of games. Variants 
of all sizes, but particularly short variants, 
clarifications and optional rules running 
from 350 to 1600 words are particularly 
welcome, as are full blown scenarios and 
"mega-variants" (with cardstock compon- 
ents). Note that a "word" is defined as five 
letters plus a space, or six characters. Longer 
articles are still welcome, but shorter articles 
are best to start with and easier for us to 
publish. ~ 

Submissions will not be returned to 
writers, so only send us copies of your work, 
not originals. À cover sheet should be inclu- 
ded with all submissions and contain the 
author's name (as you wish it to be pub- 
lished), address, telephone number, sugges- 
ted title, and the date submitted. A completed 
facsimile of the writer's agreement, left, must 
also be included with the article. 

Ease of editing will increase probabil- 
ities of article acceptance. The Editors defer 
to Fowler's Modern English Usage, Strunk 
and White's Elements of Style, and Webster's 
New World Dictionary on matters of gram- 
mar, syntax, and spelling. 

All articles submitted automatically 
become the property of this magazine. In 
submitting an article, the author affirms that 
none of the material is copyrighted, previ- 
ously published or concurrently submitted for 
consideration for publication elsewhere. 
BATTLEPLAN currently pays 1.52 per word 
upon publication. All submissions should be 
sent to: Editor, Pete Flahive, P.O. Box 8399, 
Long Beach, CA 90808. Please include a 
stamped, self addressed post card for an 
immediate appraisal response. 


Some review copies of certain games are 


available at the office for established game 
reviewers. If you would like to write for 
ownership of the review copy as well as 
payment, please contact the Editor, who will 
let you know if a review copy is available to 
send to you. The Editor controls the writing 
assignments, with the assistance of the 
various magazine Department Editors. 


Veteran Writer's Guidelines for : 
BATTLEPLAN magazine 
If you already have some experience 


' writing for gaming magazines, here is a more 


detailed description of the different types of 
features found in BATTLEPLAN. 


GAME REPLAYS: : 

This is a basic analysis of a game (or 
game turn) described by being actually played 
out. It is a nuts-and-bolts look at the 
mechanics ofthe game's operations, as well as 
strategies and tactics, as described through 
the playing of a game or just a turn or two. 
Generally, 5-7 ms. page length is about right 
for a short Game Replay, although longer 
pieces like those used in The General will be 
considered as well. Naturally, detailed 
examples of play, indicating specific board 
spaces and unit locations, combat results 
tables, die rolls, etc. almost entirely 
constitute this type of analysis article. A 
reader must really have felt like he has read 
a good, solid "test drive" of the game. 


COMMANDER'S NOTEBOOKS: 

In addition to Game Replays, we are 
interested in what we call the Commander's 
Notebook, or other 'how to play' articles. 
These discuss game strategies, tactics, rules 
subtieties, tricks, etc. The best of these type of 
analyses cover not only what is best/optimum 
play, but also- show why the suggested 
strategies and tactics are best by examining 
alternative approaches to the game. In other 
words, they are true analyses. This type of 
article requires exhaustive playtesting, but is 
often the most rewarding. 


VARIANTS; 

While virtually any suggested change to 
a game is a variant for it, we are more 
interested in brief, intelligent variants. 
These might be of the Quick and Dirty 
variety (1/2 - 1 1/2 ms. pages), which arejust a 
few sentences or paragraphs suggesting an 
optional rule or changes to existing rules. 
Alternately, they might be more comprehen- 
sive revisions of already existing popular 
wargames running from 3-7 ms. pages or 
more. 


SCENARIOS: 

Scenarios are complete ‘games within 
games, They usually consist of-listing 
alternate orders of battle and victory 
conditions. Occasionally, an odd chart or 
table is required to round out the components 
for a standard game Scenario article. Length 
may vary, but should be about 3-7ms pages. 


MEGA-VARIANTS AND SCENARIOS 

These babies are like the ones described 
above, except that they often require 
additional game components be created by 
the magazine such as counters, maps, charts 
and tables, game cards, etc. There's is no 
telling on the length, but the components 
must conform to the physical production 
limitations description as previously 
described under Game Design for BATTLE- 
PLAN. 


People Read Small Ads. 
You Just Did! 


Try an ad in the Gamer's Guide 
Clasified section today. 


BATTLEPLAN 
Feedback Questions 


Issue #3 July / August 1987 

How to use the Feedback Response Card: 
After you've finished reading this issue of 
Battleplan, please read the Feedback 
questions below, and give us your answers by 
writing the answer-numbers on the card in 
the response boxes which correspond to each 
questions number. The response card is to 
your right, on the bottom corner. 


Pleuse be sure to answer all questions (but do 
not write anything in the box for question- 
numbers labeled "no question"). Your 
answers will help steer Fire & Movement and 
Battleplan magazines, which will, in turn, 
help steer the hobby. 


What the numbers mean: When answering 
questions, “0” always means NO OPINION or 
NOT APPLICABLE. When a question 
requires a "yes or no" answer, "I" means YES 
and “2” means NO. When the question isa 
rating question, "1" is the WORST rating, "9" 
is the BEST rating, "5" isan AVERAGE 
rating, and all numbers in between express 
various shades of approval or disapproval. 


The following questions ask you to rate the 
articles in this issue [1 —poor; 9 - excellent; 
0 =no opinion]. Be sure to rate the article; not 
the game, book or product reviewed! 


1. Editorial . 

2. Third Reich 1941 Scenario 

3. Mission Grenada Review 

4. Operation Urgent Fury (Mission Grenada 
Variant) 

5. Squad Leader Scenarios f 

6. Squad Leader Abbreviations Defined 

7. Alternative Risk! Rules (Variant) 

8. Axis & Allies Mega Varaint & History 

9. Black Capes and Whispered Secrets 
(Empires in Arms Variant) ' ` 

10. Remember the Maine Variant 

11. Trench War (Trenchfoot Variant) 

12. Salvo by Salvo (War at Sea Variant) 

13. A Nuclear Blast! (Nuclear War 
Variant) . 

14. T'he Art of Making Counters Beautiful 
Article ; 

15. A House Restored, Part HI (A House . 
Divided Variant) ` 

16. Gamer's Guide Classifieds 

17. Writers Guidelines 

18. Feedback Survey 


19-23. No question. 
24. Wasthis issue better than the last one? 


25. Assume that you don't subscribe to 
Battleplan. Would the quality of this issue 
alone motivate you to subscribe? 


26. How many others, besides yourself, will 
read this copy of Battleplan? 0 = none; 1-71; 
2=2;..9=9 or more. 


27. For how long have you had a continuous 
subscription to Battleplan? 0 =] am nota 
subscriber; 1 = This is my first through third 
issue; 2 — This is my fourth through sixth 

issue; 3 = This is my second continuous year as . 
a Subscriber; 4 = This is my third through fifth 
year as a subscriber; 5 = This is my sixth 
through eighth year as a subscriber, 6 = Pve 
been a subscriber for over eight years. 


28; Did you send in the feedback card for your 
last issue of Battleplan? 


29. Your age: 1 = 13 years old or less; 2 = 14- 
17; 3= 18-21; 4= 22-27; 5 28-35; 6— 35-45; 
7 =46-59; 8 260 plus. 


30. Your sex: 1 = male; 2 = female. 


31. Your years of education: 1 211 yearsor 
less; 2 = 12 years (i.e. completed high school); 
3=13-15 years; 4= 13-15 years and still in 
college; 5 — College graduate; 6 = College 
graduate still in school for a higher degree; 
‘|= Masters or Professional Credentials; 

8 = Doctorate. 


32. How long have you been playing 
wargames? 0=less than a year; 1 =1 year; 
2=2 years; ...9=9 or more years. 


33. What is the average number of hours you 
spend playing simulation games each month? 
0=none; ! = 1hour or less; 2 =2-5 hours; 3 =6- 
9 hours; 4 —10-15 hours; 5 = 16-20 hours; 
6221-25 hours; 7 = 26-30 hours; 8231.40 
hours; 9=41 hours or more. 


34. How many wargames do you posses? 
0=none; 1 = 1-15; 2=16-30;3 =31-45; 4=46- 
60; 5 =61-75; 6= 76-90; 7 291-105; 8 =106- 
120; 9 — 121 or more. 


35. How much of your wargaming is done on a 
computer? 1 z none; 2 = very little; ...5 = half; 
...9:z all. : 


36. How much of your wargaming is played 
solitaire? 1 2 none; 2 = very little; ...5 = half; 
...9 z all. 


37. How many game conventions did you 
attend in the last year? 0z none; 1=1;2=2; 
..9 29 or more. 


38. What complexity scale are your favorite 
wargames? 1 = introductory; 2 = introductory 
to low; 3 = low complexity; 4 =low to 
moderate; 5 = moderate complexity; 

6 = moderate to fairly complex; 6 2 fairly 
complex; 7 —fairly to highly complex; 

8 = highly complex. 


39. Pick one topic which you would most like 
to see more games and articles about: 

1 = Ancient (Rome, Greece, Biblical, 3000 BC- 
600 AD); 2= Dark Ages and Renaissance (600 
AD-1600 AD); 3:30 Years War and Pre- 
Napoleonic (1600-1790); 4 = Napoleonic 
(1790-1830); 5 = Civil War (1830-1900); 

6 = World War I (1900-1930); 7 = World War H 
(1930-1947); 8= Post World War II (1947 to 
present); 9 = Present and future. 


40. No question. 


The following questions concern current 
wargaming hobby trends and issues. 


41. Are you currently a subscriber to the new 
Wargamer? : 


42. Are you currently a subscriber to Nexus? 
43-45. No question. 


Rate the following proposed Battleplan mini- 
wargames ona! to 9 scale, with 1,2,or 3 little 
interest in seeing the game; 4,5,0r 6 
indicating some interest in seeing the game; 
and 7,8,0r 9 indicating considerable interest 
in seeing the game produced as a mini- 
wargame in a future issue of Battleplan. 

46. Nothing but Glory. A "Pickett's charge" 
game based on the book of the same name. 
47. Battle of Sitegahura. The battle that 
decided the Shogun. Two special! twists would 
include morale (ki) and unit disloyality. 

48. Baitles for the Crimea, 1941-2. A Europa 
introductory / mini-game designed by John 
Astell. Would have “boiled down” basic 
wragame rules with Europa system rules 
being optional. 


49. Invasion: Sicily. This would be an Anzio 
Mega-variant, with a compatable scale map of 
Sicily and 50 to 75 additional counters, plus 
special rules for the scenario and victory 


conditions. 


50. Zulu War. Stratigic map to maneuver 
British Columns and Zulu Impis which clash 
on a tactical battle display giving you allthe 
feel of your favorite battle scenes from the 
movies (yes, simple but intense battles as 
waves of Zulu charge the thin red line). 


51-54 No question. 


The resulis of the following questions comprise the statistics in 
the Fire & Movement Games Rating Chart. After each game 
title there are six questions lettered "A" through "F", Unless 
otherunse noted, these questions are answered with a "1" 
(poor) through ^9" (excellent) rating. 


Question A- What did you think of the game's play balance 
and "excitemant level" (was it challenging and interesting 
for both sides)? In effect, how was it as a game? 


Question B- What did you think of the game's perceived 
realism (does it "feel" historically accurate)? In effect, how 


was it as an historical sunulation? 


Question C. What did you think of the quality and 
"completeness" of the game's rules (was everything 
thoroughly explained, including examples and illustrations)? 


Question D- What did you think of the physical quality of 


the game's components (map, box, counter, art & illustra. 
tions, rules book, and/or CRT screen displays for computer 


games)? 


Question E What did you think of the game overall, both as 
a gumce and as an historical simulatiun on a given topic and 
scale as well as the physical product quality? The single 
value at which you rate this must be considered as a 
synthesis of these elements, and the game's success at 


merging them. 


Question F- Did you receive your money's worth for the 


game? (1 = Yes; 2= No). 


If your have not played these guimes, or have not played them 
enough to be able to accurately evaluate them, simply place 0's 


in all the boxes. 


War in Europe (SPI) 
55. A (as a game} 

56. B (asa simulation) 
57. C (the rules) 

58. D (the graphics) 
59. E (overall) 

60. F (money's worth) 
61. No question 


Air Superiority (GDW) 
62. A (as a game) 

63. B (asa simulation) 
64. C (the rules) 

65. D (the graphics) 

66. E (overall) 

67. F (money's worth) 


Scorched Earth (GDW) 
68. A (as a game) 

69. B (as a simulation) 
70. C (the rules) 

711. D (the graphics) 

72. E (overall) 

13. F (money's worth) 


Axis & Allies (Milton 
Bradley? 

74. A (as a game) 

75, Bias a simulation) 
76, C (the rules) 

7T. D (the graphics) 
78, E (overall) 

79. F (money's worth) 
80. No question 


Air & Armor (West End) 
81. A (as a game) 

82. B (as a simulation) 
83. C (the rules) 

84. D (the graphics) 

85. & (overall) 

86. F (money's worth) 


Wellington’s Victory (TSR) ` 


87. A las a game) 

88. B (as a simulation) 
89. C (the rules) 

90. D (the graphics) 
91, E (overall) 

92. F (money's worth) 
93. No question 


Squad Leader (Avalon Hill) 
94. A (as a game) 

95. B (as a simulation) 

96. C (the rules) 

97. D (the graphics) 

98. E (overall) 

99. F (money's worth) 


Remember the Maine (S&T) 


100. A (as a game) 

101. B (as a simulation) 
102. C tthe rules) 

103. D (the graphics) 
104. E toverall) 

105. F (money's worth) 


Mission Grendad (Close) 
106. A (as a game) 

107. B (as a simulation) 
108. C (the rules) 

109. D (the graphics) 

110. E (overall) 

111. F (money's worth) 
112. No question 


Crescendo of Doom (Avalon 


HND) 

113. A (as a game) 

114, B (as a simulation) 
115. C (the rules) 

116. D (the graphics) 
117. E (overall) 

116. F (money's worth) 


Empires in Arms (Avalon 
Hill). 

119. A (as a game) 

120. B (as a simulation) 
121. C (the rules) 

122. D (the graphics) 

123. E (overall) 

124. F (money’s worth) 
125. No question 


AirLand Battles (Omega) 
126. A (as a game) 

127. B (as a simulation) 
128. C (the rules) 

129. D (the grapbics) 

130. E toverall) 

131. F (money's worth) 


Victory in the Pacific 
(Avaloon HII!) 

132. A tas a game) 

133. B tas a simulation) 
134. C (the rules) 

135. D (the graphics) 
136. E (overall) 

137. F (money's worth) 
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One power in your alliance begins 
the game with a random 
technology. First determine the 

| technology, then award it to a power. 


One power in your alliance begins 
the game with a random 
technology. First determine the 
technology, then award it to a power. 


One power in your alliance begins 
the game with a random 
technology. First determine the 
technology, then award it to a power. 


One power in your alliance begins 
the game with a random 
technology. First determine the 
technology, then award it to a power. 


One power in your alliance begins 
the game with a random 
technology. First determine the 
technology, then award it to a power. 
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One power in your alliance begins 
the game with a random 
technology. First determine the 
technology, then award it to a power. 


Every power in your alliance 
begins the game with the same, 
single random technology. 


Every power in your alliance 
begins the game with the same, 
single random technology. 


Every power in your alliance 
begins the game with the same, 
single random technology. 


Every power in your alliance 
begins the game with the same, 
single random technology. 
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Every power in your alliance 
begins the game with the same, 
single random technology. 


Every power in your alliance 
begins the game with the same, 
single random technology. 


Spy Ring. One power on your side 
gets all new technologies discovered 
by all other countries free, at the 
beginning of its second turn after the 
discovery is made. 


Partisans. The American Player 
may, at any time during his player 
turn, roll a die and remove that many 
I.P.C’s from any one enemy power 
due to partisan activity behind 
enemy lines. 


Lend Lease. Britain may send I.P.C.’s to 
Russia only, America may send I.P.C.’s to 
Britain and Russia. I.P.C.’s are sent druing 
the sending player’s Step One. For every 
I.P.C. sent roll a die. On a 1-4 it arrives, ona 
5 or 6 it was “destroyed at sea.” 
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Organized Chinese Resistance. 
America may place one newly built 
unit per turn in each of it's two areas 
of China. 


Diplomatic Coup. One of the 
following countries, if still neutral, 


joins Britain (British Player's choice): 


Spain, Eire, Turkey, Sweden or Saudi 
Arabia. 


Coordinated Allied War Effort. 
From the beginning, there is no 
Russian or American player turns. 


All the Allies play during the British 


player turn. Thus may their units 
always be able to move and attack 
together. 


What makes a good wargame? 


Judge for yourself when you read the reviews which fill every issue of 
Fire & Movement magazine, the forum of conflict simulation. FIRES — 


For over 11 years now, Fire & Movement has been serving wargamers as the 
leading independent forum of conflict simulation. F&M provides the most award The Forum of Conflict Simulation 
winning in-depth game reviews, the kind that allow you to make the Bunt buying DUELING for 

ecision. 

In a recent readership survey, over 97% of F&M readers said that Fire & Movement the D ESERT 
had helped them make their buying decisions. With new wargames costing about $25 
to $30, if F&M can keep you from paying for even one wargame that you might not be 
satisfied with each year, you're already ahead on the $20 price for a one year F&M 

subscription! 

And because Fire & Movement is an independent magazine, it covers all the 
wargame company's products, and serves as a "house organ" to none. F&M is fair and 

critical in its rbviews, and not afraid to cry “foul” ifa game is less than it ought to be. 

Fire & Movement magazine; where great armchair es like you, should turn 

to before engaging in battle. 


What makes a good wargame “= 


better? The variants, new scenarios and incisive wargame strategy articles 
that constitute every issue of Battleplan. 


Now Fire & Movement, the highly successful wargaming review magazine, has 
a sister publication, Battleplan. 

Battleplan has a lot to offer wargamers who actively enjoy their hobby. Featured 
in every issue is either a "mega-variant" (including additional variant maps, cards, 
counters, etc.) on a current popular wargame, or a complete mini-wargame itself 
(11"x17" color map, 3-6 pages of rules, low to moderate complexity). Yes, Battleplan 
believes in "fun little" wargames you can actually finish in an evening! 

Battleplan specializes in variants, scenarios, errata and strategy 
ella articles for popular wargames, too. To 'make this publication even more 
i6||46| useful to active wargamers, each issue also includes a classified section 
for Opponents Wanted; Buy, Sell, Trade and other types of reader service 


7a| $a4| ads. 


ds 


Battleplan is a users magazine for the active wargamer where old 
S || 6-| favorites find new life in variants and scenarios. Battleplan is where 
your hobby can be shared in every issue you read (or write for!). Enlist 


now and pick up a new t STRATEGY GAMING 
Why not be a wargame recruiter? 


With the ultimate start-up kit, The Beginners’ Guide to Strategy Gaming l 


We've created a specially prepared "tool" to help you bring new 
people to the fascinating hobby of historical simulation gaming. 
The Beginners’ Guide to Strategy Gaming brings in the novice 
with ease and style, and comes complete with a copy of the 

GDW/F&M introductory wargame The Battle for Moscow. 

Articles include: The Basics, An Introduction to Game-speak, 
Notes for Solitaire Play, The Principles of War for Wargamers, A 
Beginners’ Wargame Library, and more. This could well be the best 

$5.95 you ever invested in your future as a wargamer! 


DTI publications are available at better game, 
book and hobby stores wherever wargames are sold. 


If you don't see them, be sure to ask for them!! 


These fine wargaming publications are also available direct from the publisher, Diverse Talents, Inc., 5374 Village Road, Long Beach, 
California 90808, (213) 420-3675. A sample issue of Fire & Movement is $4.00, and a six-issue subscription is $20.00. A sample issue of 
Battleplan is $3.00, and a six-issue subscription is $15.00. The Beginners’ Guide to Strategy Gaming is $5.95. Canadian addresses must add an 
additional 60¢ per issue for postage and handling, overseas addresses must add $1.25 per issue for surface mail. All payments must be in US funds, 
drawn ona US bank and made payable to DTI. Visa and Mastercard accepted. 
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COMMODORE 
64/128 


You love playing games, but sometimes you'd rather build 
your own. There's a lot of satisfaction in playing something you've 
personally created. 

Now you can with Wargame Construction Set™ from SSI. 

This unique simulation lets you design and play a nearly 
limitless number of wargames 
that are as simple or complex as 
you desire. Start by drawing your 
own battlemaps. Place roads, 
rivers, bridges, woods, buildings 
and mines in any arrangement 
and scale you like. 

Fight four levels of combat, 
from man-to-man battles to 
large-scale strategic campaigns. 

à; Give your men and machines 
different attributes such as unit type, weapon type and firepower, 
movement and strength points. r i 

You can create scenarios from any period of military history, 
from Ancient wars with spears and catapults to modern conflicts 
using state-of-the-art missiles and tanks. Or you can forget about 
reality and create sword-and-sorcery fantasy adventures and 
science-fiction battles. 

If you get tired of designing, we've thoughtfully 
provided eight ready-to-play games. Even these can 
be modified to suit your liking. 


TURM—Gi 


TA 


4.95 
~ APPLE II 
Series 
IBM PC/ 
Compatibles 


COMMODORE 
64/128 


Ready to shift from construction to destruction? Try 8-24" - 

As a flight simulator, it lets you fly a World War II B-24 
bomber. As a combat simulator, it lets you try to bomb Hitler's oil 
refineries in Ploesti, Rumania. Or get blown up trying. 

You command the lead B-24 Liberator which will determine the 
course of action for the 460th 
Bomber Group. But first, you must 
learn to fly this cantankerous 
plane. Two simpler scenarios let 
you hone your flying skills before 
you go on to the real thing: 19 har- 
rowing missions over the flak- and 
fighter-filled skies of Ploesti. 

Once you're in the air, your 
first goal is to form up with your 
bomber group and race to the me : 
fighter rendezvous points. Your escort fighters can only stay up for a 
limited time, so don't be late. 

If you get hit, you'll have to decide whether to bail out or stick 
it out and do your job — reducing Ploesti's total oil production below 
what was accomplished historically. If you succeed, you'll be told how 
much you would have shortened the war in Europe! 


STRATEGIC SIMULATIONS, INC. i 
1046 N. Rengstorff Avenue, Mountain View, CA 94043 
(415) 964-1353 


STRATEGIC SIMULATIONS, INC. 


Look for these exciting games at your local computer/software or game 

_ Store today. AU SSI games carry a “14-day satisfaction or your money back” 
guarantee. Write or call for a free color catalog of our full line. 

If there are no convenient stores near you, VISA and M/C holders can order 


by calling toll-free 800-443-0100, x335. Or send your check to SSI at the 
address above. (CA residents, add applicable sales tax.) Please specify com- 
puter format and add $2.00 for shipping & handling. s 
© 1987 by Strategic Simulations, Inc. All rights reserved. 
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Fire & Movement Update 


.. Hoton the heels of this issue of 
Battleplan will be our sister magazine, 
Fire & Movement #54. F&M is the 
leading wargame review publication 
and the winner of six Charles Roberts 
for Best Professional Magazine. The 
entire hobby of board and computer 
wargaming, along with critical hobby 
issues and book reviews are covered in 
depth in a style that others only 
1immatate. 

Issue #54will feature a look at 
Scorched Earth and GDW's entire 
Europa system. Flight Leader, 
Battlefront, Seventh Fleet, Okinawa, 
Agean Strike, Artic Front and 
Persian Gulf are also being reviewed in 
this issue. 

A five page Origins report will be 
the special feature of the issue. Origins 
'87 left some tales to tell, and F&M tells 
them. 

In addition, regular features include 
all the latest news in On Point, current 
affairs in military intelligence in For 
Your Eyes Only, and the F&M Top 60 
Wargames Rating Chart. 


Fire & Movement is available from 
Diverse Talents, Inc. Simply use the 
perforated yellow subscription postcard 
in this issue of Battleplan to order you 
subscription or sample copy. 

Fire & Movement magazine, where 
great armchair Generals, like you, 
should turn before battle. 


The Errata Bank 


is the source for errata to in-print 
and out-of-print games. It has 
been compiled from official errata 
and magazine's errata from over 
the past 15 years! 

There is a nominal charge of 
25e per page for photocopying. 
We’re always looking for errata | 
donations, too! To get a free list of | 
available errata, write: The Erra- | 
ta Bank, P.O. Box 98, Station “D,” 
Toronto, Ontario, Canada M6P 
3J5, or call: (416) 767-4425. 


Are you in the 


"Game Biz?" 

So are.we. We're GAMA, 
The Game Manufacturer's 
Association 

If you're just starting out, we 
can id As a trade association 
e 


of members "who've been there," 
we know the basics of manufact- 
uring, marketing and distribu- 
tion of your product. Try us. 

If you'd like more informa- 
tion, contact GAMA at: 3304 
Crater Lane, Plano, TX 75023 or 
call (214) 242-1516. 


FAST 
FACTS 
FREE! 


If you would like to know more about 


, any of the games advertised or written 


about in this issue, simply use the free 
Reader Response Card on the lower 
right hand section of this page. Circle 
the numbers indicated below for each 
game on the card and send it to us today! 


Games and Accessories Circle # 
Air Superiority (GDW) ........... 1 
Gena LA merica 9 3 shan oe 3 
Croissant Miniatures ........... 10 
Doneibarth s oikeina 11 
MIGGEOVS YE EU S n cr Se rae E 16 


Wargame Construction Set and 


SHEET, Lok daa t ed oo de 20 
Services 

TheGaming House .............. 2 
MON OX eee MOESIA OE c 4 
Game-Play Hobbies, Ine. ........ 13 
Strategio Moves. ioe o 44.055. 15 
Weekend! Warrior «vero 18 
Publications 

Bronko Pe sto eem eR E 6 
Paper.Mayhem.- odes ees 9 
OnPNIBEIOnlis = yz et es 12 


F&M, Battleplan and 
The Beginners’ Guide to Wargaming 19 


Conventions 

(GRUGWAVREORT iz 65 on ee UN 5 

GAMA- W ants Youl 4. 2... 82. 14 

Other 

High Speed Printer Sale .......... if 
. Complete Computer System ....., 8 

Battle For Moscow Tournament 17 


What a great game! 
Where can I find it? 


Visit your Jocal game store! You can 
find games, gamers and lots of other 
great stuff there. Look in the yellow 
pages under "Games," "Hobbies," or 
"Books." The next move is yours! 


WHILE YOU WERE 
READING THIS AD 


Thousands of other people could 
have been reading yours. 
Call (213) 467-2266 
to place your ad! 


Battleplan 


Gift and "Recruiter" New Subscription Bonuses! 

When you get a friend (who has not subscribed to Battleplan magazine within the 
last year) to take a subscription, or buy that friend a subscription yourself as a gift, 
we'll give you an extra free issue added to your Battleplan subscription! 

As a subscriber to Battleplan magazine, you are the right person to introduce others to this exciting 
new wargame magazine. You know the value packed into every issue of Battleplan, with it's variants, 
scenarios, mini-wargames and reviews. Battleplan is also an independent magazine which covers every 
company's wargames. You know that your wargaming buddies should be sharing the new variants and 
scenarios that you are getting in every issue of Battleplan, so let's go get them! 

As a bonus, we'll extend your subscription by one issue for each friend you recruit or buy a gift 
subscription for. For example, if you recruit two friends and buy a third a gift subscription (Battleplan is 
definitely the right gift for any wargamer!), then you'd get three extra issues added on to your Battleplan 
subscription! 

Okay, the fine print is that your must be a current Battleplan subscriber yourself to receive bonus issues | 
added to your subscription for recruiting or buying gift subscriptions. Furthermore, the person who is being | 
recruited or receiving your gift subscription must be a truly "new" subscriber, and have not been an 
Battleplan subscriber within the past year. Finally, full payment must be enclosed for each "recruited" and 
gift subscription. This offer is only good until the publication of the next issue of Battleplan, at which time it 
may be withdrawn (by not appearing), modified or continued. 

You must use the order form on the reverse side of this card to insure that we have all of the proper 
information! 


Please enter my subscription(s) for Battleplan, Fire & Movement, Breakout, or Space Gamer / Fantasy 
Gamer as I have indicated by circling below: 


Sample Issue 3 Issues 6 Issues 12 Issues Renewal? 
e Battleplan $4.00 10.00 20.00 37.00 [(]Yes  []No 
e Fire & Movement $4.00 10.00 20.00 37.00 [] Yes [] No 
e Breakout $3.50 9.00 18.00 30.00 []JYes  (]No 
è Space Gamer / 
Fantasy Gamer $3.50 9.00 18.00 30.00 [JI Yes  []No 


All subscriptions begin with the next issue published. Canadian addresses must add 60g per issue for 
additional postage and handling, overseas subscriptions must add $1.25 per issue for surface mail. Payment 
must be in U.S. funds, drawn on a U.S. bank and made payable to DTI. 


Payment is by: [] check [] money order [] MasterCard [] Visa Total Enclosed: 
Name 

Address 

City State/Prov Zip/P.C. 


Credit Card number: Expiration Date: 


Signature: 


June 1987 Battleplan Expires September, 30th, 1987 


To receive more information about products or services described in this issue of Battleplan, simply circle the reader response number on 
the card below and mail it to address on the reverse side. To assist you, a handy listing appears to the left of this Reader Service Card. 


1 6 11 16 21 26 31 36 41 46 51 56 61 66 71 76 81 86 91 96 
2 7 102 tf 22 27 32 37 AZ 47 52 57 62 67 72 71 82 87 92 97 
3 8 313 18 23 28 33 38 43 48 53 58 63 68 73 78 83 88 93 98 
4 9 14 19 24 29 34 39 44 49 54 59 64 69 74 79 84 89 94 99 
5 10 15 20 25 30 35 40 45 50 55 60 65 70 75 80 85 90 95 100 


Please cirlce the number of the single most correct response in the reader survey section below: 
I. Whatisyourage? 1. Under20 2. 20to29 3. 30to39 4. 40to49 5. 50yearsold or over 
Il. What is yousex? 1. Male 2. Female IIl. Are you a current subscriber? 1. Yes 2. No 
IV. Your annual income? 1. $15,000 or less 2. $15-25,000 3. $25-35,000 4. $35-45,000 5. $45,000 + 
V.Your education? 1. Lessthan 13 years 2. 13years 3. 14to 17 years 4. morethan 17years 
VI. How many others read this copy of Battleplan? 1 2 3 4 5 6 7 8 9 
VII. How much do you spend on games in a year? 1. lessthan $100 2. $1-300 3. $3-400 4. over $400 


VIII. Are you planning to subscribe to CounterAttack? 1. Yes 2. No 

Name 

Address 

City State/Prov Zip/PC 


Six-issue subscriptions to Battleplan magazine are $15.00 in the United States, $18.60 for Canadian and 
Mexican addresses, and $22.50 for overseas addresses. Payment must be enclosed in U.S. funds, drawn ona 


U S. bank and made payable to DTI. The recruiter or gift giver (who must be a current Battleplan subscriber) | 


Back issues are 


i eceives a free issue of Battleplan added to his subscription for each new subscriber recruited or given a gift 
subscription. 


Recruiter / Gift Giver 


New Subscriber #2 


Battle for Moscow (GDW) 
138. A (as a game) 

139. B (as a simulation) 
140. C (the rules) 

141. D (the graphics) 

142. E (overall) 

143. F (money's worth) 


Air Force (Avalon Hill) 
158. A (as a game) 

159. B (as a simulation) 
160. C (the rules) 

161. D (the graphics) 
162, E (overall) 

163. F (money's worth) 


Name Name 144. No question Nuclear War Card Game L| El | 
zerArmee Akrika (Flying Buffalo) 
Address Address Hee Hill) 164. A (as a game) | 
145. A (as a game) 165. B (as a simulation) 
City State/Prov City State/Prov 146. B (as a simulation) 166. C (the rules) | 
141. C (the rules) 167. D ithe graphics) | 
Zip/PC Country Zip/PC Country 148, D (the graphics) 168, E (overall) 


New Subscriber #1 


New Subscriber #3 


149. E (overall) 

150. F (money's worth) 
Fortress America (Milton 
Bradley) 


169. F (money's worth) 


Field Marshal (Jedko 
Games) 
170. A (as a game) 


they last! 


151. A (as a game) 171. B (as a simulation) I J 
Name name x 4 ee 152. B (as a simulation) 172. C (the rules) Order O urs to da 
he rules 173. D «th aphic 
Address EL ee eee ae a Address T EE Esc Re MA. ED iin Ch cl 
verall. 175. F 's worth 
City State/Prov City State/Prov s d worth) 176. Ner jx 
157. No question * 
Zip/PC Country Zip/PC Country | 
Your 
Name Place F e e d b A C k Name Place | 
Address 14¢ Address 14¢ | 
City State/Prov Stamp = » City State/Prov Stamp | 
Zip/PC Country Here l n D u IS Zip/PC Country Here | 


Diverse Talents, Inc. 
Dept. BPS 

5374 Village Road 
Long Beach, CA 90808 


NO POSTAGE 
| NECESSARY 


LIF MAILED IN | 
THE U.S. 


BUSINESS REPLY CARD 


PERMIT 4217 CLINTON, IOWA 
POSTAGE WiLL BE PAID BY ADDRESSEE 


Diverse Talents, Inc. 

Attn: Reader Service Dept. 
P.O. Box 8234 

Denver, CO 80328-8234 


vital to 


assure that 


Battleplan 
continues 
to be the 
magazine 
you want! 
Complete 
and return 
your 


Feedback 
card today! 


GATEWAY 1987 
Dept. BPP 

5374 Village Road 
Long Beach, CA 90808 


Remarks: 


